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A TRUE ST STYLE DEMO ON YOUR XL/XE 
MOST PEOPLE SAID IT COULDN’T BE DONE! 


Inspired by the best demos on the ST the High Tech Team 
from Holland set out to show that the 8-bit Atari 
could produce the same effects, the result 



• MUSIXX 

TWO separate music demos featuring 
interpretations of the music from a 
dozen top Atari games 

• GRAPHIXX 

THREE great graphics demos that 
include lots of scrolling messages, 
bouncing effects, sine waves, rainbow 
effects and more all with great music 

• THE BIG SCROLL 

The world record scroll for any Atari 
machine - over 60Kb of scrolling 
message that takes 3 hours to read! 

• SAMPLES 

Over half a dozen sampled voices and 
instruments that show you that top 
quality sampled sound is not the 
exclusive preserve of the ST 



ATARI 8-BIT DEMO 


XlsSMEMU 


OPTION FOP DOS 

^ » QliHUlfcqr 4_ # •NNMt I 


• DIGI-MUSIXX 

Quite simply the most astonishing 
digitised music ever heard on an 
Atari 8 bit computer! Two great sampled 
and cleverly edited tunes that play on 
forever. You won't believe your ears! 



All this on one GREAT disk for just £3.95 

Available exclusively from PAGE 6 - see the order form on page 49 


Tire BIG DEMO is a double sided disk in enhanced 
density and will only run on a XL/XE with 1050 drive 
or a drive that can read enhanced density 


NOTE: For every disk sold a donation wilt be 
made to the High Tech Team in appreciation of 
the best 8-bit demo we have ever seen, tf you 
like Ibis demo we may be able to encourage 


THE BEST XL/XE SOUND AND GRAPHICS DEMO EVER? 
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SNAKES ALIVE! 

An excellent game from 
Bill Halsalrfor up to 
twenty players! 


SUBSCRIPTIONS 

Annual subscription rales (6 issues) 


UK £9.00 

Europe £13,50 

Elsewhere (sea) £13.50 

Elsewhere (Air) £21.00 


NEW ATARI USER ON DISK 

A disk containing all of the a-bit 
programs from each issue of 
NEW ATARI USER is available either 
separately or on subcnption. Single 
price £2,95 per disk, Subscription 
rates (6 issues) 


UK £24,00 

Europe £30.00 

Elsewhere (sea) £30.00 

Elsewhere (Air) Please 
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SUBMISSIONS 

PAGE 6 welcomes and enccurages its read¬ 
ers to submit, articles, programs and reviews 
for puDlicaton. Programs mu si be submitted 
on disk or cassette, articles should wherever 
possible be submitted as text liles on disk. We 
seek id encourage your participalron and do 
not have strict rules for submissions It some 
thing interests you. write a program or article 
and submit it! Appropriate payment will be 
made for al published programs and articles. 

All original art cles. programs and other mate- 
nal in NEW ATARI USER is copyright of Ihe 
author as credited. AH uncrcditod maienal is 
■copyright PAGE 6. Unless containing ihe- by- 
lino All Rig his Reserved any material in 
NEW ATARI USER may be reproduced by 
User Groups and other nan-profit making 
organisations provided thai the author’s name 
is included and PAGE 6 is credited as the 
Original publisher. Permission to publish else¬ 
where should be obtained !rom PAGE 6 or Che 
author. Editors of newsletters reproducing 
material are requested lo send a copy of she 
relevant issue to the Editorial address of 
PAGE 6. Whilst we take whatever steps we 
can to ensure the accuracy of articles and 
programs and the contents of advertisements, 
PAGE 6 cannot be held liable for any errors 
or claims made by advertisers, 

ATARI (TM) s a registered trademark Of 
ATARI CGRP. Ail references should be so 
noted. NEW ATARI USER is ar independent 
pub! cation and has no connection with Atart 
or with any other company or publisher 


Tfrie next issue of 
NEW ATARI USER 
will be on sale 25th January 
Editorial copy dale is Glh December (early!) 
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THE CREDITS 


All of the usual stuff is an page 3 but here 
are the people who made inis issue passible. 

L.e\ Filing ham munu^d la stay awake 
long enough to do the editing, layout v.tc. 

Sandy looked after the advertising and mail 
order 


John R. Barnsley helped out os usual (does 
the R stand for Rastus or Elton John?) 

The Regular Contributors, who provide the 
backbone of (he magazine and can general¬ 
ly be relied upon to come up with good 
articles and reviews, are .... 


Murk Mukhm<,(in 
John Davison 
John Sweeney 
Daman Ho worth 
lan Tin I ay son 


Matthew Jones 
John Davison Jr 
Maul Hixon 
Curry Francis 


All olher contributors for this issue are individually 
credited alongside their articles or programs. 
Thanks to everybody for sharing their work and 
enthusiasm wi th otfier Atari useri- 


Sooty abou t the short deadlines Gany! 

The cover picture depicts the famous 
Indiana Jones from the film Raiders of the 
Lost Ark. Two Indiana Jones games are re¬ 
viewed tilts issue and the picture fits in nice¬ 
ly wilb our main type-in game, The photo¬ 
graph is copyright Lucasfnms. 

i<?r.v of lj ijij it muxic; ihii ifr.Tv art 1 urn:, 1 . , : r ‘s that tint* af yea r. 
Storms from bland CriflTrJi ir tu wonderful as the others., ar 
is n very early and hard to come by Michael fohhSOri album 
(tilted Wings. itacy Chapman's neiv am fallows in simitar 
kein w'hiJsi the Euiythmics continue in j'ylc if not in 
strength. A rrif'f J[*fr fohn Print Cb ivirJi nineteen trades 
proves [hdT ver>' feu 1 can write so many songs of such 
gucrirry, a bfJ of rrcvrcj^yici there, tfkj MmrJse is teura Michel¬ 
le jarre whose Eve recording of the Docklands concert 
ialthough if isn i credited as such) ii qurlV Mjr^rr.iiri^Jv 
brilliant' much better in fact than actually being there on 
the nigh!' Most strange. Aiso strange is Artrimr Bftiftw-v 
putcbme.ti because of its folk rmisk influences a rid the fact 
iifaC if H-as pur together on a 30^051. rfdi:es some yeiiifiy 
used to! do(> Dylan's is Good hut somewhar subdued and 
kale Bu.f,h has managed a to! Jlracghter sound even though 
the rfitrdcrans iuwdi'vd jJwuijJ have made it otherwise. AS 
these and more played coruianti}- in the background *vMjf 
!htr w^rxis came (dgcl-hw. EcsJ ol .jJi llmigh ivas it unrig 
who ijJtvLj>'S were fc'iJfjarrr and on the Pag^ 6 turntables 
Jong tt'fbne (rnyevre but The tew had wen httttd of them. 

NEW ATARI USER is the magazine, 
PAGE 6 is the concept. Wherever you se* 

PAGE 6 yail'll know what it means! 

The next issue of NEW A TARE USER could 

feature YGUR article or program, 
so SEND IT IN NOW'! 


fAGC 6 stows /swt whal you can do with your Atari. With 
file eJftreplJon of final output ™ a Linotran and use of a 
re-pro camera for rhe 'rvJjny.v <md photos, lhe magazine is 
prepared entirely wUti Aturi based eguipment ond software 
- m:-J a Macintosh or IBM in jjgfrJ' Ifandwnrt* used includes 
J 30XL. 1050 disk dorr, SJO disk riri^c - , 410 cassette 
{occasionally!!, SSO Interface, NEC 8023 printer, 10405T. 
SK4124 Monitor, A fart 1H2Q4 ha.-d dfslr dri^c, Cumana 1 
rncy disk drive-, l.psan RXIQt.! printer, Kyocera laser printer. 
MiCfUduftfr printer ho slew Software includes Superscript, 
Turbo Basic, Kermit, PC Jntercottlrtl, TAPUTALK, Print Wiz,, 
PC fntcncwnm, JTWriier, Prolexl and fleet ilriCf hiblisher. 
Articles and programs submitted on XLfXE disks tire '■ui^ 
jected to various custom i*-rrrf l-.t- programs in'toro being 
transferred armss ro me ST via FAR!-TALA. AU major 
editing is darte ivitit Prater:! and pages are laid out wlfti 
Fleet Stiver Publisher. A disk wltii rhe .finished pages is sent 
up to fhe Settiruj StudJu ffl iVi-tw asi-Je ;a typesetting bureau 
why rt'uJtv kriyw H'hfif they air (Jviriy wi'rli file .Vi i to he 
aulptri on a Linotron 300 and, hey presto, firiisfied prices 
ane seni tack. It realty does H-tvk - err Iasi. 1 Ail that is iWT is 
fo drop in fire listings arid photos. W’eif, i! s noi qtrife as 
easy at that, hut }*gl gel rhe iota.' 


Sditonfal 


AT LAST! 

After a very quiet year it seems, at lost, as though the world is finally waking up to the 
fad that the 8-bit Atari is still very much alive and still selling. In recent months new 
software has become increasingly rarer but now with two new labels including the Atari 
in their plans we should see dozens of new releases, or re-releases, over the coming 
months. Atari themselves also seem to have found a new commitment to the 8-bit with 
several new titles released arid plans to convert many of their ST titles. It's looking good! 

1 wonder why it has taken this long for the software companies to sit up and take notice? 
Most have blamed piracy on the Atari, which was indeed a major problem, but many 
now feci that the newer breed of Atari owner does not feel so inclined to pirate software 
especially as much of it is now available at budget prices. The pirates seem to have 
moved on to the ST and Amiga leaving the Atari 6-bit market to pick itself up again. One 
thong that will be important over the coming months is that this market does indeed 
materialise otherwise these new companies may well join the ranks of those who have 
deserted the Atari. The future of software availability really lies in your hands and it is 
up to you to go out and purchase as much new software as you can afford. If you don't 
you will will end up with a pocketful of money and nothing to buy. 

HAWK QUEST - WE DID IT! 


It is very gratifying to learn that, through the efforts of PAGE 6, Huwkguest (reviewed in 
Issue 39) will see the light of day as a full commercial release. Many people wrote to us 
asking why we didn't release it ourselves. The answer is that it was too good! Whilst we 
are quite happy to publish software, we have to recognise that we are not a software 
publishing company with access to the distribution channels required to get a piece of 
software out to the shops. We could probably sell a reasonable number via the 
magazine, but an awful lot more could he sold via the established shops and mail order 
suppliers. Strangely, many people will respond to an advertisement, not by buying direct 
but by going down to their local shop to buy. We still get calls from people who have 
seen our advertisements for things like TAR1-TALK asking where they can buy It! 

As far as Hawkguest is concerned we would much rather that the authors received as 
much in the way of royalties as possible and we felt that an established company could 
achieve higher sales. We may have lost the chance to make a few bob ourselves but so 
what if the Atari community as a whole gets the benefit. 

NEW COMPUTER EXPRESS STINKS! 


Nice to see that w^e recently got a mention in the New Computer Express Atari column 
mentioning our public domain library but then they have to go and put in the snide 
remark about PAGE 6 being a 'back bedroom' publisher. I wouldn't dream of saying that 
the New Computer Express Atari column is about the same size as a piece of toilet paper, 
would I? Seriously, though, 1 wonder what makes these J big' mags put down those who 
quietly go about their business without all the hype that seems necessary nowadays to 
ensure success? Maybe it's insecurity. Maybe they don't really know what they are doing 
and try to put down those who do. That could be it, for in the very next column Edmund 
Blake reports that the Alternative Micro Show is being held in Tamworth on the 26th 
November. Totally wrong! What's more he goes on to do the struggling Atari software 
industry a great power of good by telling people how to rip off cartridges! The column is 
even headed 'Jolly Roger 1 . 

I was quite pleased that New Computer Express decided to carry an Atari column but it 
would be nice if they could actually show that they do really have the interest of the 
Atari at heart by accurate reporting and by supporting others and by not condoning the 
very thing that has caused lack of support in the past- If you feel inclined perhaps you 
might drop Edmund Blake a line to let him know how all you 'back bedroom 1 readers, 
feel. 


NICE TO SEE YA! 

Finally it was great to see so many of you at The Alternative Micro Show and to hove 
time to stop and chat. A nice relaxed show with plenty to see. See you next year. (Thinks 
... I just hope that they turn up, since I have to write this about two weeks trefone the 
event!) 
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HOW TO TYPE IN THE LISTINGS 
and get them right! 


OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8-bit machines 


The program livlings in NEW ATARI USER are prepared carefully to 
ensure Lhut they cun be typed in as easily as possible. Before typing 
any listings ensure that you are familiar with the use of thue Shifl and 
CON J HOL. and INVERSE keys as outlined in your computer manual. 
The listings are prepared to match exactly whol you sew on screen. 
Every character that you may see in a listing is included in the chart 
below tor cross reference. By using IYI'0 A you can ensure that you 
type in the programs EX AC I I.Y as they are primed. Remember, a 
single typing mis l a kin may mean a program will not run. 

WHAT ARE THOSE CODES? 

Each line of a program printed in NEW ATARI USER begins with a 
special two letter code. THESE SHOULD NOT BE TYPED IN, They are 
used by the program TYPO to check that you have typed each line 
correctly. IF YOU HAVE NOT At.HI ADY TYPED IN THE TYPO 3 LIST¬ 
ING PLEASE |>0 SO NOW The program con be used as you type in 
each line of u program or to check an already typed program. Ehe 
t.ode far each line will match but if you have problems check the 
lUlmy conventions below carefully, you an: most probably typing a 
CONTROL character incorrectly. TYPO 3 cannot check whether a tine 
has been missed so if you have problem* in running a listing count 
the lines in the program and ensure none are missing. If the TYPO 
codes snatch atid the program still does not run, LIST it to cassette or 
disk using LIST 'C: or US l D:filenume". switch off the computer, 
re-boot and then IN] Lit the program using ENTER "C:" or ENTER 
"DifLlename". Save this version in the normal way. 

HOW TO USE TYPO 3 

1. Type in the listing carefully for although you tan use TYE 3 0 3 to 
check itself (see (5 below) Li may not work if you have made 
mistakes. 

2. SAVE or CSAVF. a copy of the program. 

3. Each lime you want to type in a program lasting RUN TYPO 3 first, 

I hr program wij] install a machine code routine an memory and 
then delete itself Now type in a lino as shown in the magazine 
e*rhidfng (he first two letter code and press RETURN. 

4. A two letter code wilt appear at the tap left of vour screen. If this 
code matches the one in lhr magazine carry on and type the next 
line. Note, the code will not match if you use abbreviations. If you 
prefer to use abbreviations ] IS! the line you have just typed, move 
the cursor to lhal line unci press RETURN. The code should now 
match. 

5. If ihe code does not match, use the editing key* to correct the line 
ond press RETURN again. Repeat if necessary until the codes match. 

6 To check a lint/ yau have already typed l 1ST the line, place the 
cursor on lhai line and press RETURN. 

7. When you have finished u listing just SAVE or C5AV L it in the 
normal way. 

You can type in a program without using TYPO 3 and ihen check it by 
SAVEing or CSAVEing a copy of the program, running TYTO 3 and 
then J OADing or CI.OADIng your program and proceeding as in step 
6 above, 

Aiways SA\ I or CNAVE a program before running it and always use 
TYPO before telling us that a program will not run. 


E T 1, PTM MMMWMKKKMKMMH M ’KMMMh'MKWXHXK W HKK W 
AL 2 REM * TYPO III by fllec Benson * 

* Jgfie * 

5A 3 REM * A proofreader tor ANTIC and * 

* PAGE 6 based on TYPO II * 

* published by ANTIC naganrte * 
EL 4 REM MMK’H'K’MK'KH'X-HHMMKXKMXKinnOTVHHMK 
5G IDO GRAPHICS O 

H6 lit) FOR 1=1536 TO I7gi:BEflt> A:CK=CKLA: 
POKE I,A;N£HT I 

CG 120 IF CKO30765 THEN ? "Error in DATA 
stateHents - Check Typing":END 

YK 130 fl=U5Rtl5I6) 

UT 140 ? :? "TYPO III is up and running": 

NEW 

MR 1060 ORTA i04 J i&O f eaSS J 2ti,X J 2Gl J b5 
HG 1010 DATA 24&,8,20e < 20H,2e& J 1^2,36,2O8 
RB 1020 DATA 242,36,200,160,79,±53.2b,3 
RK 1030 RATO 200, 169,6,151, 2b, 3,162,13 
RR 1040 DATA 185,O, 2 2&,157,7 9, 6,232,224 
TO 105 0 DATA 15,206,245,16?,53,141,83, 6 
KC 106G DATA 16^,6,141,34,6,173,4,223 
EIJ 10 70 OAT A 10 5,0,141,?5,6,173,5,22B 
B K 1080 DATA ±05,0,141,56,6,165,0,162 
KK 1O50 DATA 3,145,203,202,16,251.56,6 
Z ft 1100 DATA 0,0,0,0.0,0,01,0 
LD 1110 DATA 0,0,0,0,0,0,32,54 
JM 1120 DATA 6,8,72,201,155,240,55,230 
TV 1130 DATA 203,133,205,130,72,165,0,133 
TW 1140 DATA 208,162,3,10,33,208,6,205 
MF 1150 DATA 144,7,24,101,203,144,2,230 
RL 1160 DATA 208,202,208,235,133,207,24,1 
65 

TM 1170 DATA 204,101,207,133,204,165,205, 
101 

AW 1130 DATA 288,133,205,165,206,105,0,13 

3 

HH 1150 DATA 206,104,170,104,40,56,133,72 
NR 1200 DATA 152,72,162,0,134,207,134,208 
GF 1210 DATA 160,24,6,204,38,265,38,206 
EA 1220 DATA 38,207,38,208,56,165,207,233 
TM 1230 DATA 164,170.165,208,233,2,144,4 
5K 1240 DATA 134,207,133,208,136,268,227, 
L62 

CB 1250 DATA 8.165,207,133,204,165,208,6 
KN 1766 DATA 204,42,201,26,144,4,233,26 
MB 1270 DATA 23O,264,202,2O8,242,133.2 0 5, 
165 

6C 1280 DATA 128,143,66,2O0,152,40,208,24 
5 

HU 1250 DATA 165,204.105,460,160,3,145,03 
[JA 13O0 DATA 16 5,205,24,105,161,200.145,8 

8 

MO 1310 DATA 32,65,6,104,168,76,153,6 
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BYTE BACK BRINGS EM BACK 



Just when you thought 
Atari software was be¬ 
coming hard to find 
along comes a new inde¬ 
pendent budget label 
who have not only se¬ 
cured the rights to all of 
the Red Rat titles but 
also intend to convert ti¬ 
tles from other 
machines, Byte Back 
have at least eighteen ti¬ 
tles lined up for release 
on the Atari 8-bit! 

First releases are COS¬ 
MIC PIRATE (reviewed 
this issue), which has been con 
verted from the ST r and the 
Red Rat titles SCREAMING 
WINGS, DOMAIN OF THE 
UNDEAD and LITTLE DEVIL. 
Later releases will include the 
famous, and highly respected, 
SPEED RUN, Amongst the ti¬ 
tles being converted from other 
machines look out for KENDO 
WARRIOR a big hit in the C64 
and Spectrum. All the titles will 
retail at £2.99, 

The label is the brainchild of 


Richard Biel by who has pre¬ 
viously worked for a company 
who handled the distribution for 
Firebird and Mastertronic and if 
you check in the large multiple 
stores and small newsagents 
you will find that almost all the 
Atari software available in 
those outlets is on those two 
labels. It would seem therefore 
that Byte Back will have no 
problems in getting their titles 
out to the customers. One in¬ 
novation that has caused a 


huge stir in the computer 
industry is Byte Back’s 
decision to go outside 
the computer press for 
their advertising by be¬ 
coming one of the first 
companies to advertise 
in the Beano and Dandy 
comics. Explaining his 
reasons for choosing 
this novel field of adver¬ 
tising, Richard Biel by 
said 'At £2.99 budget 
software is an impulse 
buy and as Byte Back 
will be on sale in local 
newsagents and high street 
stores we felt that we should 
try advertising directly to the 
kids who regularly visit those 
shops 1 . Beano and Dandy have 
a circulation of over half a mil¬ 
lion with a readership probably 
double and there seems a 
strong liklihood that a good 
number of those readers own 
computers. So look out for the 
Beano and Dandy, now you 
have no excuse to be embar¬ 
rassed at buying comics! 


ALTERNATIVE 

BIKING 



PRO MOUNTAIN BIKE is a 

new title for the Atari S-bit 
range from Alternative Soft¬ 
ware. You will need a strong 
joystick rather than strong legs 
in this simulation in which you 
must ride your mountain bike 
over many obstacles, use the 
gears to get up the mountains 
and carry your bike when the 
going gets too tough. There 
are logs, potholes, rocks 
swamps, ramps and more to 
bar your way as you battle 
against a friend or the Atari. 
Mountain biking has never 
been so cheap, just £2.99 
from your usual Atari dealer 
and it should be available now. 


HAWKQUEST 

RELEASED 


PAPERBOY 
AT LAST? 


A brand new label recently laun¬ 
ched will be including the Atari 
8-bit in its planned releases and 
they have some very classy 
games lined up. The label is 
Harlequin and is set up by 
Stephen Goss and Tony King 
who have had long experience 
in the distribution side of the 
computer industry and are well 
placed to ensure that products 
on the Harlequin label reach the 
end user. Among the many ex¬ 
citing deals lined up are the 
rights to the entire Psygnosis 
catalogue which will mean that 
top class 16-bit titles like 
MENACE will be coming to 
the S-bit Atari' Also in line are 
titles from System 3 including 
LAST NINJA 2 and the com¬ 
pany are negotiating with Elite 
in the hope that they can also 


bring PAPERBOY to the 
Atari. 

All titles will be available on 
both cassette and disk as Tull 
price' games retailing at £9,99. 
The company will also be pro¬ 
ducing titles for the VCS 
system. 

In order to bring these plans 
to fruition, Harlequin need more 
confident Atari machine lan¬ 
guage programmers who are 
capable of coping with conver¬ 
sions. They already have a 
team of three top class Atari 
programmers but need others 
to ensure that as many of their 
games as possible can be con¬ 
verted to the Atari. If you can 
program in machine code and 
handle conversions from other 
machines give Stephen Goss a 
ring now on 0734 583062. 


Yes, our pre-review did pay 
dividends as the end of Novem¬ 
ber will see the release of 
HAWKQUEST (see issue 39) 
by Red Rat Software. This 
complex and highly entertain¬ 
ing game will initially be on disk 
but Red Rat have the authors 
busily working on a cassette 
version which will be released 
as soon as possible after the 
disk version. Red Rat Software 
decided that they would like to 
release the game after reading 
our review. 

You may remember that 
HAWKQUEST is a huge inter¬ 
planetary game with five 
planets to explore each of 
which has a main game and a 
sub-game. The graphics are 
outstanding and the game 
achieves a brilliant combination 
of arcade shoot-em-up and ac¬ 
tion adventure with sheer fun 
and addictiveness not seen in 
an Atari game since some of 


the classic American multi disk 
games of some years ago. 
HAWKQUEST will retail at 
£19.95 for the two-disk pack¬ 
age which might seem a little 
expensive in today's budget 
age but you should remember 
that games of this scope and 
quality used to cost over £50 
when imported from America a 
few years ago! The tape ver¬ 
sion will be in two parts due to 
the length and complexity of 
the game and will retail at 
£7,95 for each part. 
HAWKQUEST is the most ex¬ 
citing game release for the 
Atari 8-bit in recent years and 
we highly recommend that you 
show your appreciation to Red 
Rat by making sure you have a 
copy in your collection. New 
Atari User are proud to have 
been instrumental in bringing a 
great Atari game to the mar¬ 
ket, a game that shows just 
how good the Atari still is. 
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Expand The Capabilities Of 
Your 8 Bit Atari 


NO MORE 
LEVEL 9 


Level 9 r s latest release SCAPE- 
GHOST will be their last on the 
Atari S-bit as, in a surprising 
move, they have decided to 
drop out of conventional adven¬ 
turing and concentrate in future 
on 16-bit role playing and 
arcade games. The Austin 
brothers have developed a 
games writing system on the 
ST which will enable them to 
write sophisticated action 
games with cinematic effects 
which can easily be ported over 
to other 16-bit machines. 

At the PC Show, Pete Austin 
explained that sales of the tra¬ 
ditional adventures had fallen 
off over the past few years and 
that they had sat down about a 
year ago to try and decide 
which way the market would 
go. They felt that action games 
were what the public now wan¬ 
ted and so set out to develop a 
system that would allow them 
to create arcade style games 
that could include some of the 
story depth that Level 9 had 
become famous for in their 
adventures. At least four 
games are underway but Pete 
would not comment on the de¬ 
tails as publishing agreements 
had only just been reached with 
an American company. One of 
the games being demoed at 
the PC Show was RAJ, a game 
based on the British Raj and 
the sort of depth that Level 9 
hope to bring to the game is 
shown by the fact that Pete 
Austin had read over 20 books 



Levef 9's fast Afar; 8-bit release 


on tie British Raj in order to 
develop the story! 

Whilst many arcade games 
tend to be similar, Pete Austin 
is determined that Level 9 
games will be packed with fine 
detail. One such aspect that he 
has spent a lot of time on is 
making sure that all of the char¬ 
acters in a game blink! 

So we have the end of an era. 
Good news, perhaps, for ST 
owners who may see some 
vast improvement in standards 
but bad news for Atari 8-bit 
owners who will lose one of the 
companies that has always in¬ 
cluded the Atari m the release 
schedule of every game they 
have programmed. 

Reports on Sc a peg host are 
that Level 9 have kept up their 
high standard and introduced a 
few new thought provoking 
ides. Full review next issue. 


A NEW 130XE? 

There are reports in the Stales that Atari have revamped the 
13GXE by replacing the RAM chips and rewriting the Operating 
System to test the extra 64k of memory. There are, apparently, 
no changes in the capabilities of the computer so you have no 
need to sell up and buy a new one, but it does show that Atari are 
still committed to the 8-bit range. They have in fact even gone to 
the trouble of rewriting the manual! 

We are not sure whether the new versions are on sale in the UK 
but as they remain totally compatible with other XL and XE 
machines there is no need to worry about what machine you 
might have. m 




US Doubler 



SpartaDOS 
C wn stru ct ion Sd 




J 

Frontier Software 
P.Q. Box 113 
Harrogate 
North Yorkshire 
HG2 QBE. 
Telephone 
( 0423 ) 567140 / 
530577, 


Printer Connection 

ICO'ii PrintcrConncctEon isa Centronics parallel 
printer interlace for Atari's 8 bil computers which 
plugs into the computer's serial disk drive port 
and then directly into your Centronics printer. It 
works with most parallel printers and 3 bit software 
wilhout the need for special driver software and 
includes a built-in printer cable. £29.95. 

US Doubler 

Expanding the 1050 disk drive s strength is what 
ICD's US Doubler is all about A true performer in 
the aTea ol hardware modifications, this chip set 
quickly transforms your Atari info a powerhouse, 
radiating with innovative features never before 
possessed by a 1050. Features like true double 
density for greater storage, single and double 
density support. art accelerated I/O rate designed 
to triple your speed when combined with 
SpartaDOS and full compatibility with existing 
Atari software. £29,95. 

SpartaDOS 

This Disk Operating System has been widely 
acclaimed as the best DOS for the 3 bit Atari 
range. SpartaDOS from ICD supports everything 
from 810 disk drives through RAM disks to hard 
disks. A special menu allows rapid transfer, 
erasure and locki ng/unloeking of files using only 
the Space Bar, Option, Start and Select keys. 
The utility package supplied also features a 32 
character keyboard buffer, intelligent switching 
between disk densities, a binary life game menu, 
subdirectories and time,'date stamping. Ideal for 
use with the new XF551. £29-95 

SpartaDOS & US Doubter Pack Only £49,95 

SpartaDOS X 

SpartaDOS X gives you all of the power of 
SpartaDOS, but on a cartridge (with built-in 
cartridge pod for attaching other cartridges) so 
th at S pa rta DOS is the re when you need it £49.95 

SpartaDOS X & US Doubler Pack-Only £74,95 

P:R: Connection 

Now you're no longer limited to Atari compatible 
printers and modems. The P:R: Connection 
plugs directly into the serial disk drive port of any 
Atari 8 hi computer and provides the user with a 
standard Centronics printer interface and two 
RS 232 serial ports. It also draws its power from 
your computer w hi eh m cans c n e I e ss co rd * ighti ng 
for a power point while its compact size leaves 
your work space virtually clutter free 

The P:R: Connection's serial ports use a fully 
compatible R: handler and resemble those ol the 
Atari 850 interface with the same signals and 
functions. £69,95. 

Frontier Software also distribute all S bit OSS 
products such as Action! (£49.95), Basic XE 
(£49.95), Basi c X L (£39.95) a nd M AC/65 ( £49.95) 
and their associated toolkits (£19.95) and the 
remaining ICD products - Flam bo XL (£29.95) 
and R-Timo 3 (£49.95). Please write or phone for 
our catalogue. 

AI prices include VAT. Please add £2.3D for 
postage and packing on orders of less than 
£100.00. Frontier accepts VISA and ACCESS 
(Mastercard) All products available from all good 
dealers or direct from Frontier, 
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write to 

Mailbag 
P.O. Box 
54 

Stafford 
ST16 1DR 
ENGLAND 


WHY BUY A DISK 
DRIVE? 

About six months ago 1 purch¬ 
ased cm Atari 65XE and 1 am 
absolutely enthralled by it butl 
was wondering what the 
advantages were for buying a 
disk drive as I have a tape re¬ 
tarder and can get same good 
games an cassette as well as on 
cartridge. So what is the advan¬ 
tage in buying a disk drive? 

David Coiigreavt: 

Leeds 


issues of Atari User when ! 
came across a chart showing 
what each pin in the joystick, 
monitor and accessory sockets 
did. My interest was aroused 
when I saw that the joystick 
socket could be used as an out¬ 
put socket. 1 set to work trying 
to write a program which 
would control my model train 
layout when I came across a 
snag. How do you use the feys- 
tick socket as an output device? 
t tried STICK(0)=4 but the conn 
pater just replied with 'Hrror 9 . 


Simon Lewis, 
London 


/f all depends an what you want 
iQ do vwfhjkOlir machine. A disk 
drive is far mare versatile and a 
lof faster than using tape and if 
vau want to use your machine for 
programming or more "serious 
tilings like word processing .then 
we would suggest that a disk 
drive, despite hi high price, is 
almost essential. If you only play 
gomes then you might not consid¬ 
er r he outlay worthwhile especially 
as the gomes you may buy are 
going to cost more. A few years 
ago there was every reason for 
games players to buy a disk drive 
as almost all the games available 
were on disk as well as cassette 
and there were some highly 
sophisticated games that were 
only available on disk but the 
situation now is guife (he reverse. 

It is now very rare tor games to he 
issued on disk and guife dithcuil 
to transfer many tape games to 
disk so if you are happy to just^ 
play games you may as well stick 
to your cassette. What you will 
miss out on is the huge number of 
excellent public domain programs 
in the Page 6 Library and you will 
be consigned forever to having to 
wait 15 or 20 minutes for a game 
to load that would load in ttiirty 
to forty seconds from disk, A disk 
drive might not seem an essential 
purchase now but we can guaran¬ 
tee that if you do buy one you will 
wonder how you ever did without 
id 


PORTABLE XL 

I hove got a few problems 
which. 1 hope you can help me 
with, firstly is it possible for me 
to run my SOOXL and its acces¬ 
sories, like the XC12, on butter¬ 
ies, and if so, how? Secondly I 
was flicking through some back 


We have no idea if the XL could 
rari on batteries, does anyone else 
know? It may be possible but 
brings to mind the joke about the 
world's tiniest hearing aid, impos¬ 
sible to see but i: takes boih 
hands to carry the batteries! The 
joystick ports can indeed be used 
for output but to be effective they 
need to programmed in machine 
CL.de. We suggest that you get 
hold of a copy of Mapping The 
Atari which will give you essential 
information regarding the mem¬ 
ory locations required to control 
the joystick ports and then cheek 
out some of the articles by Len 
Golding in back issues of Atari 
User , Len was responsible for pro¬ 
ducing many gadgets that curl bt- 
toniroiled through the joystick 
pons and you may be able to 
adapt some of his routines. Unfor¬ 
tunately we don't have any back 
issues of Atari User available for 
purdiase and (here are no plans 
at present ro cover this subject in 
jVew Atari User, at least nobody 
has submitted an article for publl 
cation. 


screen red. Before I saved the 
listing ! double checked it with 
the preview method from Su- 
perTypo ll and everything was 
a match so could you please 
explain to me what went 
wrong with the listing ? 

Tom Biitel, 

Australia 

There is nothing wrong with l he 
listing, if there were we wouldn't 
have had all the scrolly messages 
we received sent to us. We haven'l 
come across Super Typo II yet as 
Antic suddenly stopped sending us 
om exchange copy so can't com¬ 
ment on its compatibility with 
TYPO IU but if you say it doesn't 
show errors yet the program won 't 
run then there may well be com¬ 
patibility problems. With very long 
programs ii is sometimes possible 
for the listing to become corrupted 
when other utilities are used and 
this could be the problem. It 
might not show up when you type 
the program in but when if rs 
JLLW the program may expand In 
memory and destroy part of itself. 
We suggest that you use 7 iTQ id 
and load in your saved listing, 

(hen list each line to the screen, 
move the cursor up and press RE- 
TURN to generate the TYPO 3 
code and check this manually. If 
vou still don't find an error then 
the problem must lie somewhere 
else. Are you using DOS 3? If so 
chuck it away and use D05 2.5 as 
that could be your problem. Are 
j/ou using some other DOS? I t so 
"it could take up more memory 
than DOS 2.5 and this could be 
the problem. Other ihan that we 
give up. Finally, please note that 
the offer of art exchange disk for 
scrolly messages is now closed so 
please don't send in any more. 


not so super typo , usinessuse 


l have typed m your Scrolly 
Text editor from Issue 37 and 
tried to create the machine 
code listing called SCROL¬ 
LY.OBI from it. The program 
started to create the file but be¬ 
fore it was complete it come up 
with "Error 7 on line 70 which 
means a number greater than 
32767. I typed in the listing 
using SUPERTYPO II from Antic 
magazine. This program allows 
you to type in the checksum 
letters as well and tells you ii 
you have made a mistake by 
beeping at you and turning the 


1 would like to congratulate 
you for making all the efforts to 
produce a brilliant magazine. 

I hope that you can help me to 
solve a problem. 1 have tried 
many times to write an inven¬ 
tory program for my small 
shop where I can enter daily 
safes by entering an item code, 
quantity sold and total price 
and then the next item and 
and so on for the whole day. 
The computer should calculate 
the quantity in stock, total 
quantity sold and total sale 
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and then stive these on a file 
and this file should he updated 
by entering the daily sales. 

Please can you tell me if such 
a program is available that will 
work on my 800XJL and 1050 
disk drive and if the magazine 
is going to present this type of 
program in the future. 

Mousa Al-Yousfi 
Kuwait 

The 800XL can certainly handle 
this type of situation and the 
program is not particularly diffi¬ 
cult to write but unfortunately , 
we have no plans to publish such 
a listing in view of its limited in¬ 
terest . We do know that there are 
Q number of our readers who use 
Their XL or XE computers in shops 
and businesses so maybe there is 
someone reading this who eon 
help Mousa out with just the 
program he needs. If you think 
you can help drop Mr Al-Yousfi a 
line via New .Atari User. We will 
pass your letters on, 


MIDI, WHAT MIDI? 

With reference to your issue 38. 
1 read the article on Midi and it 
said that Midi was available on 
the XL/XE as Midi Master and 
would be reviewed in the next 
issue. On reading the next 
issue, 1 was disappointed not to 
find anything about it. If there 
is a Midi interface and software 
could you please send me 
details, 

G. f. Boyce, 

St. Meats 

Ah, but you don't read your New 
Atari User properly, do you? If you 
checked the bottom of page SO of 
Issue 39 you will find that we had 
found problems In getting the 
Mole* plugs necessary to make up 
the interface , t here is indeed a 
Midi interface for the XL/XE but it 
is no longer available from the 
original manufacturers . We have 
obtained an agreement to market 
MidiMaster , if we can come up 
with sufficient Mutex plugs , We 
have located 32 plugs and are 
having this many interfaces made 
up, They could be the only ones 
made so it might be wise to book 
yourself one. The price is likely to 
be around £24,95 for the inter¬ 
face and software. Moles plugs 
are still available hui only in 


quantities of 500 up and there 
Is no way we are going to sell 
thot many Midi interfaces. 
There must be a dealer in the 
States from whom these plugs 
are available in small quanti¬ 
ties, so how about one of our 
American readers doing a bit of 
research for us? 

EDUCATIONAL GAMES 

Please could you print me a list 
of educational games for the 
XL/XE for children aged 10 or 
over ur for adults and advise 
where to get them. 

Michael Paw, 
Weston-super-Mare 

Right, are you ready? The best 
game is .... Then there is ..... And 
of course there are ... 

Sorry about that Michael but this 
is an area where the Afar! has 
always been lacking and there arc 
uo 'gomes' of this nature that wc 
know about. We have pu hlished a 
fair few listings in the past which 
are in the educational area and 
program like MCQ TEST from 
Issue 39 can be easily adapted for 
your own quizzes. There are sam e 


excellent trivia and quiz programs 
in the Page & Library and we have 
recently come across some excel¬ 
lent true education programs that 
will be added to the library in due 
coarse. These are all on disk, if 
you want programs on cassette ;, 
I'm afraid you have next to no 
chance. 


PRINTING PICTURES 

1 have on SOQXL and a Taxan 
Kciga KP810 dot matrix printer, 

1 also have the Atari Artist 
Touch Tablet and cartridge. 1 
have saved many pictures to 
disk but I have been unable to 
print them out. Is it possible to 
print out using the Atari Artist 
only or must 1 acquire a sepa¬ 
rate utility to do so? If so can 
you recommend a utility or 
program? 

l.W. Stockings 
Maldon, Essex 

No you can't print out from Atar- 
iArtist, nor as far as we fcrtow from 
any currenf/y available paint 
package, A separate utility is re¬ 
quired and the one you use de¬ 
pends on your printer. 1 be / ascan 


is supposed to be F.pson compati¬ 
ble but a lot of printers cease to 
be 'compatible' when it comes to 
printing out graphics. There are 
no commercial programs avail¬ 
able but you might like to try Disk 
58 - Graphic Construction Set 
/ram the Page 6 Library which 
lias a program to damp Micro¬ 
painter pictures to Epson. NFC 
and orficrprinfers. It should work 
on the Taxan bur we don't have 
the farififres to test it. The utility 
does fiat work directly with Atar- 
iArtist pictures , you have to save 
(hem in different format first, 

Steve Williamson's Machine Code 
Library this issue tells you how. 
The disk is available from us for 
£2.95 and if you don't have a 
catalogue give us a ring for there 
are loads of other utility disks 
available. We get asked this type 
of question quite often and 
obviously can't try out all (he dif¬ 
ferent printers so how about rend¬ 
ers dropping us a line with details 
of what programs they have found 
to work an their particuhr prin¬ 
ters? We could maybe compile an 
article for general guidance. If you 
have a printer ; tell us what does 
and what doesn 't work on it, 
either commercial programs or 
public domain. 


THOSE LISTINGS! 


SMALL BUT PERFECT 

I have owned an Atari 65XE for 
several months now. As a pen¬ 
sioner with not very good 
eyesight, I find your listings 
hard to see but 1 have, howev¬ 
er, managed to get every listing 
I have typed in to work thanks 
to your TYPO HI listing. I had 
trouble getting the old Atari 
User listings to work so I wrote 
to E.D- Hughes mention in your 
issue 38 and received excellent 
service. Ft)r £1.50 1 received., re¬ 
turn postage, an Agfa C6Q cas¬ 
sette full of Atari User listings. 
My thanks to Mr Hughes and 
to your magazine for putting 
me in touch with him. 

T.H, Nritt 
Leeds 

There you go, ail those who write 
complaining that oar listings 
don't work, just use TYPO IH 


properly and you should have no 
problems. As for the listings being 
hard to see, yes (hey sometimes 
are but that is the only way we 
can get so many listings in each 
Issue, fora solution to the prob¬ 
lem read on. 

TAKE UP 
EMBROIDERY! 

With reference to readers' com¬ 
plaints about the printing of 
listings being too small and un¬ 
readable, 1 would like to offer 
the following solution. GO 
along to an embroidery shop 
and purchase a magnet board 
which will be complete with 
magnets and also a magni ty¬ 
ing bur with magnets attached' 
to it. Place the board behind 
the page to be read and then 
slide the magnifying bur down 
the listing line by line as it is 


typed in. It will be found that 
small print will be seen much 
easier and also the place will be 
kept as work progresses. If the 
print is big enough to ire seen 
then the magnets supplied with 
the board can be used instead 
of the magnifying bar if de¬ 
sired, ! use this method all the 
time as it speeds up the whole 
process of typing listings. 

I hope this small tip will be of 
use to the older readers who 
have difficulty in seeing small 
print and get as much pleasure 
from typing in your lis Lings as 1 
do. 

Ranald Scarterfield, 
Chichester 

Thanks far the tip, seems quite a 
good idea. No tetters please cam- 
p/amingi about the lack of support 
from embroidery' shops in your 
area! * 
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UTILITY 

LIST IF 

A NEW COMMAND ADDED TO BASIC 


I became an Atari user almost by accident The computer 
that 1 really wanted was a BRC h but as they were too 
expensive I bought an Atari instead, Now that 1 have 
used my Atari, and also a BBC at school., 1 am pleased I 
didn't waste my money. Yes, BBC Basic has lots more 
commands and is faster than Atari Basic (not so much 
better than Turbo Basic though!), bat the programming 
environment is awful! The BBC text editor only allows 
you to type in a line at the position of the current prompt, 
On the Atari, we would be able to type in a line and have 
it entered anywhere on the screen. If we wanted to alter a 
line in a program, we would simply move the cursor to 
the item we wanted to change, change it, press RETURN 
and it would have been done. Not so on the Beebe You 
would have to move the cursor to the relevant line, use 
the COPY key to copy the line up to the part to be altered, 
change this, move the cursor to skip over the old unal¬ 
tered section and copy the rest of the line. Another 
annoying feature of the BBC is that it is very easy to 
switch off the CAPS LOCK while switching on the SHIFT 
LOCK, and you don't notice you've done it until you try 
typing in numbers. And can you imagine programming 
without the CONTROL+ DELETE and CQNTRGL+IN5ERT 
keys, without the RESET key, or even the CLEAR key? It 
also doesn't detect syntax errors while you are typing 
them in, only when it reaches them in a program, and 
unlike the Atari it doesn't tidy up messy program lines. 

It was while using a BBC Master at school and cursing its 
inferior programming environment that I discovered one 
useful feature which the Atari lacked. This is the LIST IE,,, 
command. What this does is to list selective lines of a 
program e.g, the command LIST IF PRINT would list all 
the lines of a program containing the word "PRINT" 
somewhere, such as a PRINT statement, a variable name 
or in words like PRINTER. This is very handy in long 
programs as you can imagine, and it was while com¬ 
plaining to my computing teacher about the BBC's prog¬ 
ramming environment that 1 was forced to admit that 
this command was useful and that I wished I could have 
such a command for my 800XL. To which he replied 
"Why not write one yourself?", You have no doubt already 
guessed that my next thought was on the lines of J just a 
little bit difficult' but due to the structure of the Atari OS 
and the flexibility of good old Atari Basic 1 was able to 
find a way (and an easy one at that) to do' it. 

Atari Basic allows you an enormous range of input/ 
output communds on any device you like. It achieves this 
by a construct known as the ''device string', that letter/ 
colon identifier you use in OPEN, LOAD, SAVE, ENTER 
and other commands (e.g. LOAD “D:fiiename,ext n or 
OPEN #1,8,0,"?:"). One other command to use a device 
string is the LIST command. If you could create a device 
that read a line of a program, looked for a certain word, 
and printed the line only if that word was found, you 
could LIST a program to it and it would act as a LIST IF... 
command. Well, this is what I have done, The device is 
not a hardware device, but is in fact a small machine 


by S. J. Shephard 


code program, Due to the way I/O is handled by the Operating 
System, you can create such a device and arrange for it to have a 
device string of your choice. I chose a question mark (only the 
first character is recognised), so that the LIST IF... command is 
used by typing LIST "?:.*A For example, if you wanted to type m 
(.1ST IF PRINT as before, you would type in LIST PRINT', This 
has the limitation that quotation marks cannot be searched for 
(except in Turbo Basic where you would type in LIST 
which would be equivalent to LIST IF a ). 

If you read the APRIL/MAY issue of PAGE 6 ATARI USER then 
you will no doubt have seen or even entered the FINDER utility 
by Robert De Letter. If so, then you may be wondering why you 
need another such utility. Well, the command version is obvious¬ 
ly easier to u*e, and it also has the advantage that you can use it 
on a program in memory, and also use the normal editing 
commands to edit the lines there and then, rather than having 
to load the program in from disk to do so. The really good thing 
about this system is that it is not language dependent, and as 
long as you can find a safe place in memory for the routine to 
go, it should work in other languages. In Turbo Basic it has an 
added use with the DUMP command. You con use DUMP H ?:$" to 
list all strings, DUMP to list all arrays, DUMP to list all 
labels, DUMP "7:=" for numerical variables and DUMP "?:PROC" 
for procedure names, You can. check groups oi lines in the 
normal way e.g. LEST V:PRLNT r , 100,400 and you can still use 
CQNTROL+1 to halt the listing. You can even use the device in 
your own programs if you find it useful, but you must bear in 
mind that numbers at the beginning of a string PRINTed to the 
device will not be checked- This is because when used with LIST if 
you want to find every occurrence of the number 10 then line 10 
should not be included as on occurrence, so the device skips over 
the line number. Of course, you can always follow Robert's 
suggestion and convert FINDER to a kind of ‘search and replace'' 
program, then the two utilities could complement each other. 

The assembly source code of the handler has lots of remark 
statements-in it so you should be able to follow it fairly easily if 
you know a bit of machine code and if I give you a little bit more 
explanation. Device names are stored in a table in RAM called 
HATABS for Handler Address TAftleS. Each entry in HATABS 
requires three bytes. The first byte contains the device name, 
which, in our case, is "?", so the ASCII code for "? h is stored in the 
first byte. The second two bytes point to an address in memory of 
another table especially for that device, called a VECTOR TABLE. 
This table gives all the addresses to go to when you perform 
OPEN, CLOSE, GF-T r PUT, STATUS, SPECIAL (i.e, XiO commands) 
and INmtiolisation commands. These entries are cleared on 
RESET, hence the need for RESET protection. 

Most of these commands are not needed in our application, and 
they should return from some of the routines with an error 
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El 1 HEM HM M drtMJ i M H Wg . M- BI CMHJ U KWMUHttXM M HttHHM 


FF 2 HEM * LI5TIF * 

Tft 3 »EM * LISTING I - ATARI SASIC # 

RR 4 REM * by * 

HE 5 HEM * 5.J* SHEPHARD * 

ED 6 REM * —— —- * 

LIE 7 REM * HEM ATARI USER - DeceWberS9 * 

EP 0 REM MKMWHHHMMKMa i tKHWWMKWW -i HMXMM I tMMM H 


AE 9 REM Creates an AUTO RUN file which se 
ts g P the LIST contend 

®F 16 OPEN ttl , $ * 0, "D : AUTORUN . S?S a< 

FJ 2D READ D : IF D>-1 THEN PUT HI,D:GOTO 2 
0 

LJ 30 CLOSE W1 

JU 433 rem Header for binary file 
FA see DATA 255*255,0.38, 133 ,30 
UM 99? REM Machine tode data 
UJ LOSS DATA 130,0,183,26,3,240,8,200,266 
, 288* 192,30,200*244 , 96, 169,63,153,26*3 
EH 1010 DATA 109,45*153,27,3,139,SB,153,2 
0,3,169,0,133,2,169,30,133,3,165,9 
IE 1020 DATA 9,2,133*9*96,68.30,94,30*76, 
30 r 80,30,94,30,7 6,30,76,60,30 
CU 1B30 DATA 96,24,165,36,105,2,133*200*1 
65,37,165,0.133,209,168,1*96,16 0,146 * 9 
6 

00 1040 DATA 8,174,06,30,157,192,30,201,1 
55*240,7,232,142,80,30,160,1,96,162*0 
OO 1050 DATA 142, SO, 30,109*192,30,201,40 * 
48,6,201,50,16,4,232,76,103,30,360,8 
JA 1060 DATA 189,192,30,201.155,248,224,2 
09,288,240,4,232,76,119,38,200,177,206 
, 201,22 

WP 1070 DATA 240 * 19,201,10,240,15,232,1S9 
,192,30* 201, 155 * 740,197,209,2@8,240,23 
3*76,116 

HZ 1080 DATA 30,169,9,141,66,3,169,192,14 
1 * 68,3,16 9,30,141,69,3,169,1*141,73 
ME 1890 DATA 3*162,0,142,72,3,32,86,228,1 
60,1,96,0,0,0,8,0,0*0,0 
T(£ 1B94 REM Adjust MEMLO and run progran 
10 1095 DATA 255,255,231,2,232,2,9,32 
LR HOB DATA 255*755,226,2*227, 2*0,30 
El 1116 DATA -1 


LISTING 1 - ATARI BASIC 


message. You do this by loading the Y register with a 1 for no error 
at all* or the error number if there is to be one (in our case 
error-146 during PUT and SPECIAL commands), The only com¬ 
mands that hove been used are the OPEN command and the PUT 
command. The QPF.N command simply finds the address in mem¬ 
ory of the string you are searching for e g, in LIST "?:PRINT" it Finds 
the address of PRINT in memory. It can do this because on OPEN 
commands the address of the whole device string is stored in two 
locations* and the search string is simply two bytes along from 
this. It then has to store this location in two zero page addresses 
and return. The PUT routine contains the crux of the program, The 
program line is listed to this routine one byte at a time, which is 
transferred via the Accumulator. Each byte is then stored in the 
line buffer until the end of the line (signified by a RETURN 
character) has been reached, When this happens, the program 
checks the search string against the program line. If the end of the 
search string (signified by two different characters depending on 
how the device is used, so both must be checked for) is reached 
then it has been found and the line is printed. If the end of the line 
is found first then the line is not printed. And that's all there is to 


LIST IF 


El 1 REM WXHirWMMMMMMMMM W MimK M B il mi U KWMWXW 
FF 2 REM * LISTIF » 

SR 3 REM * LISTING 2 - TURBO BASIC * 
RR 4 REM * by * 

KE 5 HEM * S.J. SHEPHARD * 

ED 6 HEM * —--- « 

UF 7 HEM * NEH ATARI USER - DecewberB? * 
EP 0 REM XM H WW W XMKKHMMKKMMMMKMMMXMH I t lij ttKH 
LA 9 REM Creates file for AUTORIJH , 6A5 
ME 18 OPEN SI*8,0,* , D!LI5TIF,06J t, 

FJ 26 HEAD DSIF 0>-± THEN PUT SI,Dr GOTO 2 
0 

LJ 30 CLOSE Ml 

00 499 HEM Binary file header 
FA 500 DATA 255,255,6,30*199*30 
UM 999 REM Machine code data 
UJ 1000 DATA 160,0,105,26,3,240*8*200*200 
,208*192*30,208,244,96,169*63,153*26,3 
EK 1810 DATA 169* 45,153,27,3,169,30* 153,2 
8,3,169*8*133,2,169,36*133,3,165,9 
IE 1028 DATA 9,2,133,9,96,66,30* 94,30,76, 
30,88,3 6,94* 30, 76,38,76,60,30 
CU 1038 DATA 96,24,165,36*105,2,133*208,1 
65,37*105*0,133,209,160*1,96,168*146* 9 
6 

00 1840 DATA 0*174,80,30,157*192*30*281*1 
55,248* 7,232 * 142,80*38,166,1,96,162,0 
00 1850 DATA 142,80,30*189*192,36,281,48* 
40,8,2B1,58* ±6,4* 232 * 76*103*30, 160* 0 
JA 106O DATA 189*192*30,201,155,248,224,2 
09*288,240,4* Z32* 76,118* 38,200,177,288 
* 201*22 

VP 1870 DATA 240*19,201,10*248,15*232*109 
,192* 30*201*155*240,197*209,200,240,23 
3,76,116 

HZ I860 DATA 30*169,9,141,66,3,169*192,14 
1*68,3,169* 38*141,69,3* 169*1,141*73 
ME 1896 DATA 3,162*0*142,72*3*32,06*220*1 
60*1* 96* 0* ® *8* 8,0* 0,0* 0 
US 1699 REM fiutorun program 
LR 1100 DATA 255,255,220,2*227*2,8*36 
EJ 1110 DATA -1 

LISTING 2 - TURBO BASIC 


ASSEMBLY SOURCE 

LISTING OVERLEAF 

it! The starting address can be changed to suit your language, and 
if you have u disk system with Atari Basic or a Turbo Basic system 
then you can just type in the Basic listings given. 

If you want to reud more about the Atari's central input/output 
system or how to write device handlers, you can find information 
in MAPPING THE ATARI (HATABS is at 794) or in ATARI USER 
(vol,2 9-12, especially vol,3 no.2, and also vol.3 3^5), RESET protec¬ 
tion is explained in ATARI USER vol.l no.4. You can also try 
looking up all the locations used in the assembly listing in a copy 
of MAPPING THE ATARI. All the ATARI USERS mentioned are 
unfortunately now out of print, but you may be able to get them 
through CONTACT if you don't already have them, MAPPING THE 
ATARI may be available from the PAGE 6 ACCESSORY SHOP, as is 
llurbo Basic* so buy it now and shut those insufferable Beeb 
owners up with pointed remarks about programming environ¬ 
ments or the lack ofl % 
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LIST IF ASSEMBLY SOURCE CODE 


LIST IF dourer code 
HEM ATARI USER 
tpcowber/Jinuarjj l?B? 


1 
2 

3 

4 ; 

10 *ti7 66Bi5tjrt address 
20 ;change as necessary 
SO SET;set up device handler 
40 ldY ae; and RE5ET protect it 
50 NEXT 

60 LDA $31A J ¥;LoaO AtC, With HATA0S 
70 BE0 found; branch when space found 
so inyjsMp 3 bytes in 

90 IN Y;HATABS and go 
loo iNYjon to next entry 
lio gpY tt 36 ;last entry? 

I20 BNE NEKTJno-check again 

iso RTS:yes-no space free 

140 FOUND;free space in HATAB5 

150 l&A tt* ? j device nai*e 

160 $TA S31A.Y;store in HATft&S 

170 LDA »UECTSZ55iaddress of vector 

180 STA $ 316 ,Y:table for device 

190 LDA »VECT/25b;handler is stored 

200 STA $31C, Y;in HATAB5 

210 IDA N5ET&Z55 

220 5TA 2;RESEt vector set to set-up 

23# LDA U5LT/256;routine at beginning 
240 5Tft 3 
250 LDA 9 

260 ORA az;set for cassette boat 
270 5TA 9 

200 RTSJRE5ET protect and return 
29# ;handler vector table 
3O0 UECf 

310 . W<JR& 0PEN-1 

320 .WORD RET-liSkiP 6L05E 
330 .WORD ERR-lino GET 
340 .WORD PUT-! 

350 .WORD R£T-l;ship STATUS 
360 .WORD ERR-Uno SPECIAL 
370 JHP INIf 
300 INIT 

39® RTS;Just return 

400 0PEN;open file routine 

410 CLC 

420 LDA 36;find address of device 
4S0 ADC BZ;string and add Z to it 
440 STA 2 BS;to get to beginning of 
450 LDA 37 iString to be found 
460 ADC OO 

470 STA 289;Store in 200,209 
40B LDY til; OK 
490 RTS 

5O0 ERR;error routine 
SlO LDY tt!46j fnct(i not iwpl. error 
S20 RTS 
530 INDEX 

540 .BYTE B;record of index 
550 PUT JPUT one byte routine 
560 LDK INDEX 


570 

STA 1 

BUFF,h; store line in buffer 

500 

CMP : 

ni55; a t end of line? 

590 

BEO 

CK5 T{yes- check line 

500 

INK; 

no-add one to index 

510 

STX 

INDEX Sand carry on 

620 

RET;return 

630 

LDV 

ItliOK 

640 

RTS ; 


650 

CKST; 

check line for string 

660 

LDX 

B 0 ;g(?t to start of line 

676 

STM 

INDEX;reset index 

680 

SKIP 


69fl 

LDA 

BUFF,H 

200 

CMF 

»4El; check start of line 

710 

DHI 

NXCljif there is a line 

720 

CMP 

B68;nunber , then skip 

730 

BPL 

ttKCl;the line nuwber 

740 

INK 


750 

JMP 

SKIP 

760 

HXC1 


77® 

LDY 

H0;start of check string 

700 

LDA 

BUF F,X 

790 

CMP 

0155;if end of line and no 

800 

BEft 

RET;string found * return 

610 

CMP 

CZ 081 ,Vjelse coMpare with 

620 

BED 

NCHK;string and check again 

636 

INK 

■if the first char,is found 

840 

JMP 

NHCl;next place in line 

850 

NCHK 

■check next string char. 

668 

I NY 


670 

LDA 

C206S,Y 

880 

CMP 

n?2;end of check string? 

890 

BEQ 

PRINT;yes-print line 

900 

CMP 

ttia;en<t of check string? 

916 

BEQ 

PRINT;yeS-print line 

920 

IN X 


930 

LDA 

BUFF j X 

940 

CMP 

ttl 55; end of line? 

950 

BED 

RETiyes-return 

960 

CMP 

C2031,Y;conpare next char. 

970 

BED 

NCHK;of String 

960 

IMP 

NHCi;no-start string again 


996 PRINTiPrint line 
10 B 0 LDA tt9; print mode 
1010 STA 634;set text editor to 
1020 LDA B0UFF0Z55;print data in 
LB30 STA 036;the line buffer , 
1040 LDA ttBUFF^ZSfi;unti1 a 
1060 STA B37;RETURN is reached 
1060 LDA Ul;or 256 characters 
1070 STA 841;have been printed 
10*0 LDK no;cover estiwatei 
1090 STX B40;N * B. «« is editor 
1100 J5R SE456;carry out print 
1110 LDY ttljOK 
1120 RTSireturn 

lisa BUFF;line buffer starts here 
1140 6»K;256 bytes are needed 

1150 iWhole routine & buffer fits 
1160 ;into two pages CSiZ bytes! 


MAPPiNG 
THE ATARI 



MAPPING THE ATARI 

NOW BACK IN STOCK! Price £17.95 

The essential reference ter all XL/XE programmers - you won't get tar without it! Imported from 
America especially for NEW ATARI USER readers - get your copy while currant stocks last 

Order froth PAGE 6 f P«Q* BOX 54, STAFFORD* STII© 1 
or by telephone on 0785 213928, Access/Visa accepted 

W« sugg«t ¥&u eh*tl< for availability before ordering a* thie is a vary popular book 
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ATARI WORLD IN MANCHESTER 

- FOR THE BEST SELECTION OF SOFTWARE - 

- FOR YOUR ATARI ST, 8 BIT AND 2600(VCS) - 
- HERE ARE JUST A SMALL SELECTION - 


ST SECTION 

PRICE 

8 SIT SOFTWARE 

CASS 

PRICE 

GRIDIRON .. 

. £24.95 

ASTRO DROID .. 


KAYDEN GARTH . 


ACE OF ACES ... 


DARIUS .... 


ATTACK OF THE MUTANT CAMELS ... 

. £1.99 

LANCASTER ......... 

...... £19.95 

ACTION BIKER CLUMSY COLIN . .. 

. £1,99 

PRO TENNIS TOURNAMENT ..... 

. £24.95 

BOMB FUSION ... 


BLOOD WYCH .. 


BOUBLETROUBLE . 


CONTINENTAL CIRCUS .. 

. £19,95 

BOULDER DASH II . 


ROLLER COASTER RUMBLER .. 

STRIDER . 

...... £19.95 

CHUKIE EGGS..... 

CASTLE TOP.. 

PI qq 

XENON2 ..... 


COPS AND ROBBERS . 


WICKED ... 


DRACONUS....... 


FERRARI ..... 


DEATH RACE 

QQ 

INDY-GRAPHIC ADVENTURE .. 

. £24.95 

DIZZY DICE .... .. 

. £1.99 

THUNDERBIRDS .... 


ENCOUNTER ... 

£3 QQ 

APB . 


FOOTBALL MANAGER. 


RICK DANGEROUS.,. 

FALCON MISSION... 

...... £17.95 

GUNFIGHTER ... . 

GAUNTLET 

F3 QQ 

SNOOPY ....... 

SPIDERTRONIC ...... 


HARDBALL ..... 

HENRYS HOUSE 

n QQ 

TRAMA .. 


INVASION 

PI QQ 

PRECIOUS METAL ........ 

„... £24.95 

JOCKY WILSONS DARTS... 

£2 99 

STUNT CAR RACER ... 

STEEL ... 

. £24.95 

KENNY DALGLISH SOCCER MANAGER . 

LITTLE DEVIL 

.. £9.95 

po QQ 

WEIRD DREAMS ... 

. £24.95 

MONTEZUMAS REVENGE 

PQ QE 

WATERLOO ... 


MAD JAX....... 


DUNGEON MASTER ....... 

FALCON MISSION ... 

. £24.95 

SYSTEM 8 POOLS PRIDICTOR . 

STAR WARS 

. £2.99 

rq qq 

BARBARIAN........ 

. £9.95 

TECHNICOLOUR DREAM. 

. £3.99 

NIGEL MANSEL GRAND PRIX . 

.. £9.95 

UNIVERSAL HERO... 



PLEASE INCL UDE 50 PENCE TO WARDS POSTA GE AND PACKING 
FREE SOFTWARE CATALOGUE ON REQUEST WITH EVER Y ORDER 
ATARI XE SOFTWARE CATALOGUE OR ST SOFTWARE CATALOGUE 

ATARI XE SYSTEM ONLY £59.95 ST EXPLORER PACK ONLY £299 









ATARI WORLD 

HfENNEL STREET ^/C4. 


CROSS ST CORPORATION STR££_T 





_k- 




1111 1 








mmm 


ATARI WORLD, 11 FENNEL ST, MANCHESTER M4 3DU 

TELEPHONE: 061-834 4941 

OPEN SIX DAYS A WEEK MON-FR110.00 AM TILL 6.00 PM SAT 10.00 AM TILL 5.30 PM 










































































































CONFESSIONS 
OF AN ADVENTURE 


ADDICT 




Allan J, Palmer describes a 
modern day misspent youth 
and confesses that his 
obsession actually forced 
him to upgrade from 1 €K! 


W hat makes Adventure games so popular? Why 
are games like ZORK and The Pawn such big 
sellers in the computer software field? There is 
no denying the impact that Adventure has 
had on the home microcomputer. PAGE 6 has 
featured articles/reviews on more than SO different Adventures in 
its first 33 issues. These 'confessions of an Adventure addict" 
reflect my thoughts on how Adventures have grown since the 
coming of the microcomputer. 

I have always had a suspicion that the real catalyst that made 
the home microcomputer revolution take off in the early 1930's 
was the lure of Adventure. All those programmer who were 
playing the original Colossal Cave Adventure {by Crowther 
and Woods) and Dungeon (by KELT'S Zork creators) on their 
university or company mainframe just hud to have more of the 
same stimulating puzzles that the Troll and the Cyclops pre¬ 
sented- Certainly , l freely admit that Adventure was one of the 
reasons why 1 first contemplated purchasing a home microcom¬ 
puter, especially after reading descriptions of available micro- 
Adventure games In issues of the American magazine, Creative 
Computing. 

Well, when J did purchase my first microcomputer (an Atari 800 
- yes,, 1 have owned and enjoyed an Atari for some time), it was 
not long before the first Adventure was added to my software 
library. This was after the memory upgrade, of course - for you 
newcomers out there, the Atari 800 was originally only supplied 
with 16K RAM, and you could purchase additional 16K RAM 
modules to bring it up to 4SK! The Scott Adams" Adventures 
required 24 K on the Atari, so the purchase of extra RAM was 
necessary. At that time, Scott Adams was the star of the compu¬ 
ter Adventure scene, having created a line of Adventure games 
that were available on a wide range of micros. 

The first Adventure that I played was Pirate Adventure, and 
from then on I was hooked. In hindsight, the basic verb/noun 
input, together with brief location descriptions seems rather 
rough and ready when compared to the complex, parsers with 
multiple word input of later Adventures, but in those days, the 
very fact that something like AdVentureland was available 
was most satisfying to all enthusiastic puzzle solvers, Gradually I 
made my way through the Adams" Adventures, although S still 
have Savage Island Part II to complete, Mind you, by this 
time I had fully expanded the memory of my Atari SOO and 
added a 810 disk drive to the system which opened an even 
greater range of Adventures to me. 

On this side of the Atlantic, a British software house began to 
make its mark on the Adventure scene, Level 9 Computing 
released Colossal Adventure, a well implemented version of 
the original Crowther-Woods Adventure that duplicated the 
mainframe game and even added a 70-room endgame feature. 
A review of this game appeared in issue 10 of PAGE 6, the first 
Adventure Special (modesty prevents me from identifying the 
reviewer!), Where Level 9 scored over the Adams' games was 
their capability of compressing text in such a way that location 
descriptions ran over several lines (in some cases a full screen). 
This greatly enhanced descriptive element added more atmos¬ 
phere to the game, which in turn enhanced the enjoyment and 
playability. At that time., it was not known how extensive Level 
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9 '5 Adventure rouge would become in the future. 

The name of Infocom was already legend as the software house 
responsible for ZORK, the next step up in Adventures, Available 
only an disk, thus not constrained by memory limitations like 
the cassette based Adams' games, Infocom Adventures enjoyed a 
greater depth. Whereas you could map Adventure to nd or 
Ghost Town on one or, at most, two A4 sheets of paper, with 
Infocom games it was generally a good idea to have two or three 
sheets of A3- paper available. 

When I went to purchase my first Infocom, the shop did not 
haveZGRIf I in stock (a sign of its popularity), so my first 
exposure to Infocom was trying to solve the locked room murder 
mystery in Deadlinf. I have to admit that this game still 
remains one of my favourites, even now. Perhaps being a fan of 
detective fiction makes me biased, but the detail, ability to 
Interact with other characters, and the possible outcomes have 
always endeared this game to me. If you have not played 
Deadline, I urge you to give it a try, I believe that recent versions 
correct the bug that 1 encountered on my earlier version - under 
certain circumstances, it is possible for a second body to be 
found, then if particular actions are taken, 
a living counterpart of the body appears 
and shortly thereafter (not surprisingly) 
the game locks up and crashes. 

The scale of Infocom adventures, their 
originality and subtle humour ensured 
that more of their products were added to 
my growing collection of Adventure soft¬ 
ware. 1 played the ZQRK trilogy and found 
that ZORK If appeared the most difficult, 
although review tended to suggest the 
final part as being the hardest to crack. 

Outer space beckoned aboard the Star- 
cross, and the bizarre science-fiction/ 
humour combination of Douglas Adams 
led to the infamous HitchHikers* Guide 
to the Catoiy I must admit that 1 al¬ 
ways felt that HitchHikerx'.,, was a bit too 
linear for my liking, you seemed to have 
to complete set puzzle one, before moving 
on to set puzzle two, before moving on etc. J much prefer 
Adventures where you can attack puzzles from more then one 
direction, or where you are not totally hampered from moving 
because there is only one direction to go in. ZORK w r as most 
enjoyable because of the number of different areas available for 
exploration. 

One other Infocom Adventure that I must mention is IVish- 
bringer. This introductory level game written by Brian Moriarty 
(who contributed to ANALOG magazine) is a gem. I wholehear¬ 
tedly recommend this to novice Adventurers and to hardened 
veterans alike. It has helpful hints for the newcomer, together 
with a well structured plot that Is so excellently implemented, 
Experienced players may find the game easy, but I guarantee 
that they will stilt find the story compelling with a marvellous 
sense of wonder about it that should bring a smile and enjoy¬ 
ment to even the most cynical Well done Mr Mori arty [ 

This would seem like a good time to mention the subject of Text 
vs. Graphics'. Adventures exploited the textual capabilities of the 
original micros. With increased graphics capabilities, software 
producers tried to make the apparent dull looking Adventure 
games competitive with the flashy, multi-coloured shoot-'em-ups, 
Scott Adams' tried it with S.A.G.A. (Scott Adams Graphics 
Adventure system) - the original twelve Adams 1 games had 
pictures added for each location, but this did little to really 
enhance the product. As you may guess from my tone, I support 
the text-only school and share a view popularised by Infocom 
that pictures are unnecessary when they can he created by the 
world's greatest microcomputer, i.e the human brain. 

I will admit though, that there is one instance where I felt that 
graphics did work to a limited extent. The abortive Questprobe 


series from Scott Adams which utilised characters from the pages 
of MARVEL Comics seemed a very apposite use of graphics, as 
the originating medium of the characters and storyline was in 
itself a pictorial system. Limitations in memory restrict the quali¬ 
ty of graphics and this resulted in pictures representative of those 
appearing in the comic book medium. Note that this is not 
intended to be derogatory regarding comic book artwork. I have 
a long standing interest in comic strips and comic books and do 
feel that in addition to some dross, there is some superb artwork 
appearing therein. As yet, 1 do not believe that there is adequate 
capacity to generate enough pictures of sufficient quality for all 
locations and situations to actually enhance an Adventure, Cur¬ 
rent attempts fall short of the murk. 

This, almost naturally, brings us on to one of the more recent 
stars of the Adventure arena, namely The Pawn I mast admit 
that the presentation, with scrolling screen is quite neat and that 
the pictures are not hud, but there are so few pictures compared 
to locations, and some convey little if any detail beyond the lext. 
It does not seem right that after taking an object that is visible in 
a picture of a location that it still remains there - to enhance the 
play, the object should be removed from 
the location! 

So, where does this bring as in this ramble 
through the world of Adventure games? 
Well, there une plenty of games that I have 
not mentioned. Back in PAGE 6 issue 10 
again, Garry Francis and Les Ellinghurn 
produced a list of all known Atari Adven¬ 
ture software - that list ran over two pages 
of the magazine, 1 wonder how many 
pages it would take now, and how many 
of those software items are still available? 
Among the ommissions are Sierra Ofi- 
Une's offerings, and the Mysterious 
Adventures From the coding sheet of 
Brian Howarth that were another British 
competitor for the crown of Scott Adams. 
Somehow, 1 am sure that Adventures will 
remain one of the most (if not the most) 
popular types of software for all types of 
microcomputers the world over. 

Certainly, Adventure has created its own subculture amongst 
microcomputer enthusiasts. Columns devoted to the subject have 
been a regular feature of many a microcomputer magazine, 

Keith Campbell's column in Computer $r Video Games appears 
to have be the one with the most longevity. Garry Francis 
contributed a column to PAGE 6 from issue 9 until recently und 
there was once a magazine devoted solely to the subject (hands 
up those who remember MicroAdventurer?). HelpLines to assist 
those stuck in puzzles In different games crop up regularly - some 
are basically correspondence dubs, others may appear as part of 
Bulletin Boards. I certainly found it enjoyable when I volunteered 
my name For assistance in the Adventure column of Atari User 
correspondence was received from all parts of the UK, together 
with several overseas addresses, and (surprisingly?) not just from 
Atari owners - Adventure, it seems ignores machine specific 
boundaries. And perhaps that is why Adventure is so papular... 

fluf we never found out whether outgrew this obsession or 
whether he wjj 1 / still be fighting ores and trying to find secret doors as 
he hands over his pension honk down af the local Post Office ... ■ 


Do YOU have a computer obsession that you don't mind 
airing Ln public? How about Confessions of a Gomes junkie 
or Confessions of a Hardware Nut or Confessions of a Flight 
Simulator Fanatic? If you can write it up well and mention 
the good and bad points of lots of different Atari software or 
gadgets chances are we'll print it. 



New Atari User - issue 41 15 














XL/XE TYPE-IN 

Bill Halsall was inspired by a letter in oar Mailbag 
column asking if there were any games for up to 
twenty players and has come up with the answer. 

You can r t all play at once though! 

SNAKES ALIVE! 



angs ain't whet they used to be! The snakes move like 
lightning, the ladders quickly disappear > and somebody 
left some mines lying around which blast you Into orbit/ 
With a choice of 3 rooms in 50 stockades a good memory 
afso helps! Up to 20 can play in an attempt to get to the 
SOU i and final stockade in the fewest turns passible, this 
figure being displayed at the end ofthe game. 


PLA YER DETAILS AiVD GAME PEAK 

The game uses a joystick for all data input and move¬ 
ment of playing pieces. To input the number of players 
and their names move the joystick forwards or backwards 
to obtain the required number/letter then press the 
button. 

Contestants fake turns to play In your turn press the 
button to determine the number of possible moves then 
move the playing piece to the door of the enclosure you 
wish to enter. Once inside , move the playing piece to the 
exit to take you to the neat stockade. Climbing a ladder 
will move you up several stockades whilst bitting a snake 
will drop you down some. Your turn continues until you 
exhaust your moves, fail to reach a ladder or hit a snake. 
Apart from some random enclosures the contents of each 
remain the same for the duration of a game. The same 
minefield layout is also used throughout and consists of 4 
strips of mines stretching between Ibe outposts with a 
small gap in each, fn a key room touch a key to pick it up 
then make contact with the portcullis to use If* The 
correct key varies according to the room. 

At the end ofthe game press the button to play again. 
Answer the J . same players' question by using the joystick 
to move the pointer to 'Yes' or 'No 1 then press the button, 
Each game is different. 



Cassette end disk users should type in Listing 1, SAVE or 
CSAVE . cop,, then RUN the progmm. The progrpm 
check each line of data and inform you of any errors. 
Correct any errors and RUN the program again until all 
errors are eliminated. When this Is done answer the 
ca$sette/disk qu estions sccofdiitfliy to create b boo P 
or binary disk tile* 

Cassette users should load the boot tape created by 
firstly removing all cartridges and then turning on the 
computer while holding down the START key (XL and XE 
owners should hold down OPTION as well). Press Rl 
TUHN and the (ape will load and run automatically. 
Disk users should type In Listing 2 and save It on (he 
same disk as the binary file created by Listing 1. RUN the 
□sung 2 program with die disk 

' 

will load and am automatically. 
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El 1 HE H mf MKWtntmnrMKMKMKWKKMMhMMm i I fMKKH 


YZ 2 REM w SNAKES ALIVE* * 

RO 3 REM » by * 

U*. 4 REM * Bill HalsJll * 

EC 5 REM •* --- * 

HE 6 REH * NEW ATARI USER ~ D#ceMbPr09 « 


EQ 7 REM N kMMUHU N WKK H H i fH W M WH M W MM WMMKKM M W 
NH 8 DEM 


^O^wP^OB^O£CfILCM&KEfi 

rH^H^H^SQSRa^FRPHANALQG 


BH 43 REM 

SR 44 DIM DAT$C1003,HEX<223;RESTORE 46 : FO 
ft H=0 TD 22:READ NiHEXCH)= N;NEKT K;PAS 
S - 0 : TOTAL = B 3 TRAP 62 i? "CHECKING DAT A 11 
PA 45 LINE-SS!RESTORE 100 

EL 46 DATA 0,1,2,J,4,5,C,7,8,2,0,9,6,0,0, 
0,8,10,11,12,13,14,15 
BM 48 LINE=LrME+i!? LINE!READ DATS i IF LEM 
tDAT$}<>90 THEN 76 

BL SO DATiIN=PFEK41B3J+PEEKC1B4JN2S6:IF & 
ATLIHOLINE THEN ? "HISSING";CHR5 CZ535 
: END 

MA 52 FOR K-l TO &9 STEP 2 1 D1-A SC(DATS CM, 
HI 3 “48sD2=ASC fDATS <K+1, X+1J 1 ~48:BYTE=H 
EKtDU «16*HEX <0 23 

GR 54 IF PASS THEN PUT 1*1, BYTE ! NEXT M; REA 
D CHKSUM:GOTO 46 

BO 56 TOTAL-TOTAL + BYTE3 IF TOTAL>999 THEN 
TOTAL—TOTAL—1000 

TS 68 NEXT H ! READ CHKSUHrIF TOTAL OCHNSUH 
THEN 76 
UQ 60 GOTO 48 

IQ 62 IF PEEK<i95J<>6 THEN ? "ERROR E *j PEE 
KCI953;CHR$C2533 ; END 

BY 64 IF PASS THEN RESTORE 96:FOR H-i TO 
29 3 READ A ! PUT *11, A I RENT Hi CLOSE OJt t END 
SX 66 ? "CDSISK OR CTJAPE“I COSUB 80:IF K- 
ASCt"D"J THEN 70 

RE> 64 * “READY CASSETTE A NO PRESS RETURN" 
3 OPEN ai,B J lTB p ”C!";GOTO 74 
WO 70 ? “READY DISK AND PRESS RETURN":GOS 
IJB 99 3 IF K<>!55 THEN 70 
HO 72 OPEN HI,O,6,"O:SHAKES.OBJ" 

HM 74 PASS = 13 LINE-99!RESTORE 100:TRAP 62: 
GOTO 48 

PT 76 ? "BAD DATA"jCMRSC253T!END 
GO 00 CLOSE ttl: OPEN HI, 4,0, "Kl"! GET Hi * K : 
CLOSE DliRETURN 

GY 90 DATA 47,46,8,41,46,54,204,116,10,64 
,25,182,166,226,170,58,196,124,6,92,2 2 
,166 * 148,28,66,1,0,0,0 
MV 1O0 DATA B«1CBB202728A9008D2F02A93C6O« 
2 03A98B8DE702650EA938GDE0O265QF A92S8SB 
AA920058BlB6B4C412D000B,514 
RK 101 DATA 00080000660060060000000000000 
A153F2E24202620311B2E30163D496E0OO000O 
00060000000000000660000,239 
011 162 DATA 0OEFFDFFFFBFFFFE00FF&FFFFFFDF 
FFF0OEFF7F7F7F7F7F7EFFFFFFBFFDFFFFF00& 
DDD6DOOFFFFFF00QODDDDDD,713 
KH 183 DATA DDDDDDDD6G5AFF6DA5815AZ4&GC39 
93C 3 C99C 3665A5ASAbAbA5A5A5A8 705FDE5A70 
6000000183C3C3CXC10103C,426 
UH 104 DATA 3C7E7EFFFKFF 006000001C 3E55555 
57F557575557F5555SS7FSSO0B00000736E616 
B65730B616C69766500OO00,147 
MC 165 DATA 00OB0O223 9002229ZC2C0020212C3 
3212C2C000000262F 32002E253708213421322 
90035332532O80O7O3O46CE,799 
HO 106 DATA 20S2304200320282028ZB6C60O3A6 
58606860606058686068606060586064100214 
0A942OD0AD40D1OD0A93FSP,191 
HJ 107 DATA O802664O4SAD5C21QD16DOAD5D21B 
DOAD4OD17D0AD5E21SD18D0A95F0D00026840E 
OE4E6488A46A2O7BD74210D,4 


SNAKES ALIVE! 


MZ 108 DATA OAD40D19D0CA10F460AA6O401U121 
406O80AOCBAASCOFOOOC6CO1O6 99FOD03D2A5C 
9F00OC6C91069BF8DO1DZA5,107 
BY 109 DATA CAF007C6CA4A4A8D01D2A92F8D00O 
2A9218D81024C62E4A9BB8D2F02OD0OD2A9838 
D0F62A93B0DO7D4ODF402A2,953 
GM 110 DATA 00BDO0EO9D003OBD0OE19D0039EBD 
0F1BD2B 209DOO3OEO10F 7A9028D1DDBA9BA8D3 
002A 921803102A20BSD092 2,575 
VO 111 DATA 9DCO02CA10F 7A93AOD2F62 A87GAZ2 
1A907ZB5CE4A9C08DOED46036562A043ACC701 
ABOA8BOA9C9 99883AG8COC0,558 
AS 112 DATA 14DOF72OS422990O3AC8C0F0D0F5A 
2050640Z2A80D4E2299083A99203A995O3AQ90 
199143A993C3ACA10E560BF,361 
GE 113 DATA 90959&9B9C8A8A4A4A0A8AADBA022 
9631669C66OA9O00D1A21A93A8D1021A9E88D5 
C21A9E4BD5DZ1A9E6805E21,214 
UA 114 DATA 60251326A9568D5C21A9BB05BDOO5 
D21SD5E21OD04DZA8990B34995434C0OOF7A21 
3205422 9i>00 3 49D4835C AlB , 656 
TJ 115 DATA F 4A20OA90085CBBD1A21A93485C C8 
D1021A5C69D0037A5CC9O1137A00O2054Z291C 
BA01391CBA5CB10691485CH,736 
UV 116 DATA 9002E 5CCEBE611DODB60BD0O3785C 
BBD113705CCA5B591CB6OBDO03705CBBD11378 
5CCB1CB850560E6B3A5B329,42 
RE 117 DATA IFB5B3D81BA982O5B2203B2320402 
3A9OZ85B5Z0DA22E60SE820DA22C6O2D0E9A91 
030E5B36006298FAA4C2C23,92 
YS 110 DATA A6B3A00OBD2O2899103OEOCSCB1OP 
BF46OAD0AD2291F3OE9OE90F6A0GB60AO0ADZ2 
90F38E98390F6B90IAA60AD,476 
QA H9 DATA 840ZD0FBZ06423AD8402F0FB 68A9A 
8 0DS 3D2 0DB2D 2 A9OAO5CO60E6O3E6 63A5O3Z90 
6AAAO00BD34ZB991B3SE8C8,251 
0H 170 DATA C01BD0F4E01SDB63A2B1BD003785C 
flflDll37B5CCBDO!3785CDBD123765CEA001D1C 
D91CBC 6C©13 &0F7E 6EOOFD0,435 
GH 121 DATA DCA0O1892C35FO10C902D0OSA9039 
92C354CD6Z3C903D000A9G4992C354CD623A98 
O992C35C8C013D0D9AD0AD2,344 
AS 122 DATA 2901DOOD203OZ3B9ZC35D0FBA9829 
92C356BA9008565A201ABO120PAZ2C8C013D0F 
8EOE01OD0F16020FO23A200, 432 
EU 123 DATA 284524A214204524A207A9059D403 
7A9089D 5837O90B9D503 7CA10FEA7B7AO069O9 
D3B379D3BJ79D4fl3708CAlO,570 
AN 124 DATA F2A9019060378DG83780703760A9C 
99D7E349D85349DF6349DFD3460E6B9A5B9J90 
3D0EOA9O0&50S AE4F 37AC37 P 305 
C£ 125 DATA 3720DA22AES737AC3F3720DA22AE5 
F37AC4737Z6DA22A2 2EBD 30379D3137CA30SOO 
A2907C907D0F 0CA4C7D24A9, 912 
MM 126 DATA 008S82AAA90DO5B5BD3037A8BD483 
7AAZ8DA22E6B 2 A60 2 E S1OD0EDA90O65B2A68 Z 6 
D68370564DD3037A80D4837,017 
ZH 127 DATA AAA68ADZ298 7C5B4F8F7B5B6C90OF 
01BC?01F013C902rO17C9O3F8O7A5B449034C€ 
924E84CEF24C84CEF24CA4C,599 
AO 128 DATA EF24B020E922A5B5I8E90EB0O886B 
764 68A90C85O 520DA22A60 2A5B7 90483 7A5B89 
D3037ASB649O39D6O37A5BZ,309 
OS 129 DATA 18690Sa5BZC918D00F6OE6B9A5B92 
981FOF7 A5B3C9BFFB27A903S5BZA4O2301CB9 7 
137ABA6B3FOO7A90E85B5Z0,IBS 
UM 130 DATA DAZ2E8A9OC85B5Z0DAZ2C:6B74C352 
5E6B36028F021A90OB5B3A203Z03B23989D71J 
7CA1BF54CZ325205729AO8C,995 
IP 131 DATA AZ0JL 2BS 4ZZ&5B52&DA 2 2E8EOODD0F 
3CBC00ED0ECA00GA203205422O5BS20DA27E8E 
B1OD0F320FF25ADOAD22967,443 


continued ^ 
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YO 132 BATA 3BE9029BF6AAftDD725A414a4B6100 
31B693B i 6D01DeB5B86DDD25AAB00B093B70 9BQ 

03BEBtiacei0DflF#A^i*«5B3 J 908 
AB 133 BATA OD0AD229010(100840958303060609 
$9870*878A$$flflCA5B3F0BiO6B9fl&B61005C60 
84CF4Z5E6B8C6B3CAD0F0O5, 48i 
GY 134 BATA BBBDBit>B60A2008A9P083DE8D0FA6 
B*Z008A9Be03FE8DaFAG0OZ0$8A9B0B3C9&®03 
D9fr003E.^0*03FEBI>0F160O5 i 541 
KP 135 DATA eeooaDW03CE80BFO6** : &7B020SBflfl 

5BAZ90iD0B3ZBSA26A5BA2:9$2DB03206&26A5B 

OZ?04B003Z07Z26O5Bfi2?B8 J 360 
HL 136 BATA [>00 3 2 07E266BA4B1C 85flF$F9S804* 
14C87Z&A401t0C0FBEDC6$4B14CB726A400CO2 
DFB£L#£B4B04C3726A4BeC0,904 
P& 137 BATA CZF0OSC884B0A2$$A4B1HOA82099B 
B3CC-8E8E016B$F4A5B0BB00Dft60207 72 2 A201A 
BG22854223SBS20BA22EOE0# 794 
BB 138 DATA WPBF32®423t»A^3eaMZO#A2S8rt14 

29D003EEBA97E9D003£EBE0D4B$F08&flFADDaZ 

68SC8A9B1BD6F0260B5CGC8j 530 
LJ 139 BATA 0016ABBBZ68SC$C6BFft6*FA9009D* 
03EE058D00485C7E6BD602*9I>26A9C605B54C0 
527 209BZ6A98&fi5B5A9 1985 j 216 
HM 140 BATA B2202EZ72030Z728BA22C6B2D$F3A 
900858 5 A201Aeili£0DAZ2C82$DA22EBEBO5OaF 
2aBlED$60AD0AiBZZ90F.lB69,3$4 
EW 141 DATA 05A86OAD0OD27 90FF0F 9AABOA8830 

D0AD2Z90F3ftE9049BF6100901997537B81$£DA 

2®0AD0AD2298F1©E904B0BZj 996 
MP 142 BATA A9BS9B0031EBEBC4BBEGO9049D003 

lE8EeCft!frer«A20BA&BAl>22 9fl738E9*Z90FBr0F 
49DC831E8E032D0ECft23186,438 
HQ 143 BATA BBiOft&0AD229B7690365BBC932300 

ZA934L9B94 3 7ADBAB209FB3©E9B3i#B5BBBfli82A 
9 B09DCB3 7CA1066A93ZB6C5,365 
FO 144 DATA 37A208BO9D®037B&£32B10698BA8A 
9 00996032C8990032E 8E014B0E885CF 602B9&2 
6 A9468 5B5020100062 BDOZZ j 344 
ME 145 DATA C8G0CBC012D0FPE8E010D0EFA9068 
5B2A006A9B0C5BS A6B2BD 7537AA 2 8DA22E B20D 
A22E820DA22E&Z0DA2ZA9C9,733 
TE 146 DATA 8566A201Z0DA22O2#F20BA22C8CBC 
JiESfl 2 C012O0D060 Z89D26 A90F850S A018 A 2 022 
0DO2ZE8E8£$£011D8F65*ft9,690 
NM 147 DATA 5E85BlA9CflS5B03D1ED84C07Z6AD0 

4DB29BCF»i5ASBA49BFB5BA2#3B268DltD(lA96 

4 8D$$D2A90AD5C968AD04D$,965 
QY 148 DATA 2901D807OD0CB$Z902F01CA6BBBDC 

637B5BBE6BDA2AB8E05B2BEB4DZZ0162DE6D0F 
78EB5D286C760ADBGDB29B4,513 

GH 149 DATA FflZEA6«BBD9437$5$BE6BDA9A8$B0 
1D2A6BiBOE95$8D0BB2A00$B9B13C99$83CC0O 
0F728162OCAEB51D0E7A9B0i60S 
BY 158 BATA $D0£DZ&eA5B8C950D0ft4E6BBE6®SIG 

02013Z6285D2ZA9010B6F02A9®885B8A9C085B 
12BB726fiBlEDBA5C7BB2E20/97« 

5K 151 DATA 5623A2BBA9O9BB01B2A9436D08DZZ 
0162D0D01D Z2016 2DCADBEA ADBODZ Z987F0F9C 
907FBFHB5ti718B9DBBBB732 j 4Z9 
MK 102 BATA 2$St2B20302028162DA604D0Z9$7F 
0FBA2032903FBA629B1F001CACA06BC6BABC1® 
D8B3705BB4CBBZBA5BBA6C1,336 
UK 153 BATA 9D$0374C0B2D2$7722A9Z08DA634B 

PB4342B4Z20A4048D6FBZ0ABD05DZ6BA5BB0A0 
A1865BCAAOD0031O00GOBAAj 614 
HM 164 BATA $2 298F3BJE9043#FbF®F405BE0A AAB 
B9AZ985CBE0BB9AZ905CC6CCB0B000BC029CE2 
9DCZ9EB29FF290B2A1E2AZ7,919 
HU 155 BATA 2A3B2A4F200229205729285A2AA3B 

BBD05B2F0F66020B7292B71232B5A2AA50BFAF 
66620S7Z9Z0F822205AZAA5j 2S0 
TY 156 BATA BDF*F6G02B57292®06242B54242»5 

A2AA5BBF0F6602057Z9A9BF8583202325205 AZ 

AA5BDFBF660206E252BE325.058 


OI 157 DATA Z05A2AA50DF0F66B209D26Z0F426A 
02DZ0EZZ680BAFA4C5ZZA209D2620FE264C5ZZ 
fl20902620DB272069ZA2078,385 
HQ 150 DATA 2AA5BDF0F6602B9D26Z8ZC2B20FEZ 
A209FZAZ0D9ZAZ0692AAS0DFBF360Z09&26206 
9ZAA50DF0F96B20GDZ020S0,308 
QY 159 DATA Z0Z030Z62BCE204C162D2AD926205 
02BZB30262B98284C162DADB4D02902F01FE6B 
tH)91F6O&0D2A93CB5GAC68£, 419 
UU 160 DATA Z007Z6A5B1C9F0DBF5Z02626A5CAD 
0FCa5C76BO5CZD03ftAO04D8Z90lF029Z06423A 
200A5B£36E9699@10E9XB90, 100 
HH 161 DATA BBE9189006E9ia9001E0E&E8E8E88 
6C2CfiBDD42flAAA90691> 383 460803 C7004F0AO0 

CDBZ908F01BZ06320A6BBBB,857 
JF 162 DATA C®S£C5C2D003Z$$926A94BB5B0aO0 
BO08DlE&0A90ea5C26BA20FBDBEZ09DC43FCAl 
0F7A90085C2A94B0O03D068,383 
DY 163 DATA 2G81ZBZSP13Z6A213BB5DZB 9BC832C 
A10F7ACFC2DZ0942®A5C5BDD032A5C68DDB3ZA 
CFC2D208CZBZ02£2CA9D08B # 550 
M2 164 BATA BBBBAD7SBZC90EF00CC90BF812AB8 
402F0i74C342BC014FBDBEEFC2&4C24ZBC001F 

0B1CEFCZ64C24ZBZ8562360,643 
GR 165 DATA 2E352D22Z53Z002F260B3BZCZ139Z 
53233iD101BAZ13A9B09DC83ZCA10FA6©A9O50 
DlCe24Cl$2DA9£B«5C405G5,32 
JB 166 DATA B5C6CBH0F017AZB3CAF6C4B5C4C91 
AD0O8A91D95C4E800DBEFB84C 9C2B602005ZCA 
4BBZ09420A6C1BDE3ZB1C69,757 
P6 167 BATA 00fl*A5C59»803ZE®fl5C69D8032OB$ 
9BD003209809D0032CAB0D0F46B000A14iE2®3 
23C46505A646E70SZ0C96A0,304 
HO 160 DATA AAB4BEAZC&5DFF3£297F9DFF3-£CAD 
6F5G0 20012BAZ07A 9809D 0039A9209B&Z3 2BDC 
£2 C9DCG3 ZCO l$Ef> A4C1CB20,33# 

QL 169 DATA 9428A5C58DCF32ASC&QD00326BA20 
7BDE03B9D563CCA1BF7ADCB®249040DC0026®A 
90065C12a052CA00A980A6A,33Z 
OY 17$ DATA 0A18693$8BB0B0202EZC200C2©AD7 

80ZC90EF00CC9$DF01GAB040ZF«ZB4C402CB9G 
$3210690199Cfl32C93BD0B0,866 
IN 171 DATA A92$99C83Z»0C9$9C83230E90199C 
032C91FDB0CA93A99CO3ZD0$5205623CB8FFft$ 
3CS D0OB A6C IB&E32B ft A A006 j. 4 
Z5 172 BATA ft9D2329D$132E0C»C80GD«f4E&C1A 
5C1CDFC2DF0B34G462C6030ZC2139253200002 
0012BA212BD03ZB9DC032CA,50 
HJ 173 BATA 10F7Z01326A9B08B00D085C3202E2 
CAD940ZF017AB7BB2C90$DBQ34CDAZCC907D0E 
AA9CO8D00B085C3D0E14C5E,471 
EC 174 BATA 23332£2D2580302C2£39ZS3233083 

9Z5330B2E2F A 9B18D1C02AD1C02O 0FB954D60 A. 

9$$85CBA0fiZ31S&CC91CBC6,309 
$1 175 BATA D0FDE6CCESE040B$F499B009C9C$2 

8D0F06$2B232D2®122Z2$AC21205D2220132$2 

84Z2C204127AZ00E6CFB6C1,369 
HC 176 BATA BDEB2»6DC$0220F7ZBA9$$$5C72B4 
32928B92aZ06FZ92$4D29A900BDB5B2A5$0C93 
2F815O5C7F006C6C 7F002B8* 602 
SK 177 BATA DFA6ClE8ECFCZDD0Ca4C562BA9AB0 
D03D2A93C85B2C60 220F 7ZB208C2B20B8 ZBZ00 
CZ0A5$28D02B2D0EB$fr$3B2j 675 
DA 17* BATA AZ85BBE22B9DBZ32CA1BF7A4CF289 
4 2BA2020 5C49DD93 2CA10F8205623 20C9 2CA5C 
3C9B8DO034CS32D4C4±ZD37,?2 


Qp 20 OEH *** SMAKE5 ALIVE *»» 

4HH» LOAD AMD SUN ROUTINE *** 

FY 24 OPEN HL, 4, B, M D ! 5MAKE5 , OBJ'* 

DM 26 POKE $50,7:POKE $52,0:POKE SS3,3Z:F 
OKE $56,255:POKE 857,255 
T$ 28 H“U5R 1ADR t l 'hhhuLV0T 1 ) j 161 
*0 30 CL09E B1:M=U6B4B232J 
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WHY SILICA SHOP? 


1040ST-FM PROFESSIONAL PACK 


520ST-FM SUPER PACK 


1Mb DISK DRIVE 
£450 OP SOFTWARE 

ARCADE GAMES 


Arkanold II 

1 magi ne 

£1iS5 

Beyond Ttie 6« Pelnde El rr: 

£49.95 

BlKk Lamp 

■ ■ ■ ■ Firebird 

£T9.95 

Buggy Boy 

. Etlla 

£T9.95 

Chopper X 

Master! romc 

£9.99 

Ik an Wanton 

Elite 

11-MS 

Matbli: Mrirlnr5.5 

Electronic Arif; 

£34 95 

Quad ralfen 

Logolr-on 

£19.95 

Ranarama 

Hewstut Cor-sultanls 

£19.9$ 

Return To G*n«lB 

; Firebird 

£19.® 

Road wars 

Melbourne House 

£19,95 

Starquake 

Mandarin 

£19.» 

Test D-rtve 

Electron.c Arts 

£24.95 

T'linjK 1. 

Firebird 

£9.95 

Thundercala 

Elite 

£19.95 

Wlzball 

Ocean 

£19.95 

Xenon 

Melbourne House 

£19-95 

. 

Hewson Consu.tents 

£19.99 

SPORTS SIMULATIONS 



i siat Edii Edwinte Super Ski 


Tub Atari kupcr Pick ,s iAAA" tv you II you ■firtt lu- otrl to a tlynp : 
wlh It™ b«l n Enteflainmnnl JKsf7v.Fina T*e Pick irdudw n h&HI +H Seconda Oul 
w !'i 'SrMo RrtM. a bult-m I Mb om drtkfl, o«er M50 uf Kip gamm arc a 
iWIxifc. il you huy lha Uiipcr Pack at Sillti 5MJ0. w*"«ii add our ™n ST 
Sum*! K4 Iwctti «»isr £3011, Fn» or Ct.irqc HAlnm ih* cyupU-- lOr 4via is- 


Elite £19.95 
TynMOft £19.95 
Summer Olympiad '9fl Tynesoft £1fl.9S 

PRODUCTIVITY SOFTWARE 

Organ Iter Triangte PubfiE-hmg £49.95 


JOYSTICK 


Atari Corp E4.99 


INCLUDING VAT 


Atari C*40 JoyRkk 

FREE ATARI BUNDLE VALUE:£468.97 


With SMI24 mono monitor £496 IS With SCI 224 colour monitor: B69&ISS 


With SMI24 mono monitor; £598 


Wi th SC 1224 colour monito r: £798 


ATARI IDrtOST-FM iComputeo £499.99 

VIP PROFESSlOhAl rSp-eadsiwti £149.95 
MICROSOFT WRITE twcirg Pioceseor'i £149.95 
SUPERBASE PERSONAL nwa&asai £59,95 
BASIC DISK A MANUAL jLanfluepe! £24.95 

NORMAL RRP: L8S4 82 

LESS DISCOUNT: -£335.32 

PROFESSIONAL PACK PRICE: £499.00 


520ST-FM EXPLORER PACK] 

WITH BUILT-IN 1Mb DISK DRIVE 


NOW WITH TV MOOULATOI 

Fur the serious horrid user arid the BITOtfl buSiiieaA, we a 
pl&flrSW to dnniuncir a. new pnr.karin baaed fll'OUnd LI 
1Q406T-PM. The 1O105T-FM has 1 Mlbyln HAM and 
1Mbyte buirNn disk <frp-e. in addition, the 1G4QST-F 
new tomes with a TV modulator buHt-ln. fThe previous 
available 1D4CGT-F wfis das gmsd lor ur-tf wilt! n monit 
<?nly n.n-d did not ccme -wild a ri'oduli‘.h:>r.i This nuydulat 
■allows if» 1 :mu& r-F to be plugged d-riwriy inti; ai 
domestic TV sat, and cnrrjns complete with a lead 
allow you 10 do so. The new iPrglwsionel Pack' ira 
Silicii includes the new 1CW55T-FM write mud.-iia.1or pl| 
iQui' high duality software packages including a Sprain 
sheet, -database, word prpcessnr onp programming lory 
uagn This Professional Path' adriware will enable you 
get straight dnwn to business With you* NSw computer, 
addftton to teis soltwam (worth tW4 H4|. if you buy tl 
Professions! p&cii from Silica. Shop, you will also receH 
Che Silica £T sprier Kit Cwodh Over £2Q0|i, Free ( 
Charge. Return ih* coupon lor further Information. 


The value for money offered by the Atari St range is reflected in. the Explorer Pick 
featuring the 52DST-FM computer Wrth 512K RAM. The 5&)ST-*M computer now 
Comes, wish a built-in 1 Mb double sided disk drive as well as Si free mause controller 
ard a built-in TV modulator. The new 5£QfiT-FM Explorer Pack includes the 53QST- 
FIW compultir. Lhe arcade game Ranarama, a tutorial program and some useful 
desktop accessaries. In addition it you buy the Explorer Pack From Silica, we will 
give you the SHICfi 3T Starter Kit -worth over £?TO r FREE OF CHARGE Return the 
coupon tor details of our Starlet Kit and oi the Full ST range 

£260 


+ VAT- 

£299 


+ SM124 mere monitor: £398 55 + SC1224 colour monitor: £598 !«f 


2Mb S 4Mb MEQA ST 


Thn MEGA ST K*npulers a-a styled as ax lighiwcighi kny-nruirri with a separate CPU, 
-torWiBtilBd by a oquqia tolnphong style cable. TIWM am iwu ventiopa cd ihr M£<&* St. 
one with SMbytea of RAM and i? pib?r wih 4MbyiBB. Each veraiM haa, i iMbyin 
double sided disk sr.im bunt-in to Lhe GPv unit. Thn M|(>a Sts do not eoffle -with 
modulntflf- fjuiltun nr^j nuat Irisretone be uaed with a irxinilar. iMilh n^ry MEGA 5tr 
paretiawd, we wiM add the PrDlnssipnfl! PbcIC bdltware fworin E384.BS| dolailrd 
"iI - !M plot IhS Sil- nijL ||r« j. Tf 

ca St Starlc' Kl! 4Mo MEGA ST 

Ihvrj-H- Over C 2 DC-I CRQQ IHC 

tfoiti Fr« qi Charge. vat 

Hr-lurn the -ooiipoh 
lur furLTer details 


-t mono monitor = £9^0 
+•001 our moniior £119S 


4Mb MEGA ST 

£11991 


INC 
VAT 

* mono monilof = £12&B 
+colpLjr monitor “£t49& 


DTP 


Page Stream 


£149 


i VAT 


■£ 171.35 


Dtekldp P-Jblnhing (D rCr j a ana al It * Iruwsi ^ r .- mi-iy h ; i | iU Kiivry iar perscT-al 
woipuisrti. We--ire premed anrw.nce--a: adnurtul l.:w .',>,i ristk^gfi Icr iM ri!ari ST 

CMM! PsseSn-Mi-i hSijeSlmar- aarts only imh -'-vat ;ilT1 aJ5i s*d. bMbuw f! 
wrufci im>;'i si' Aiari IMOST artf h Sa^oshi 6^-18CAI jirirsof, yiji.i ^5 jrid 

r.mnir^! wnh x compliwe lysterri *di Ina man £1UOO Same cfl !h* Ir.imri-s yi 
PfegcSunam am firtsd Ic. ir*S 'i(|H d yau wcL«d ike lurltcr kvlDf mart kin (*•. stiy 
program ccirpaifl ann r-Hkim inn -KvMhi bflki*. IreAir-g lhe UM V hex h Ihr oarra.- 


’ TEXT-FLOW AHOUWIp GHA.PWCS 
' HOTATiDH OF TEXT \ GRAJJHK^ 

■ Slant oh twist ant object 
" POSTSCRIPT COMPATIBLE 

* TAG rur+L tKjN 

- J'UTC.-MANUAL kcanin n a htphewation 

■ GHOUPBhO Of OSJEOTS- 


YOU OWN 


ATARI ST? 


If you already -own ah Afnn ST ccwnpuler and ttOiihl like IQ Be rtigiURfSKl on our m^i||pp ||s| as«n 
ST US*F, lei ufl Know. We will l>n plnaa^d to «en<J you COpka Pi Our pnse lists ard nrsw^leiter* 
FREE Qf Chahqe an Ihey beoome a,w table. Con-^jipii? the ooupoi and relurwi it to our Sidrup 
branuh and beg: n eKpenonciiq atpeelflltel ST teiMoa tlial is seennn lo nonB 


SILICA SHOP: 


Mr/Mrs/Ms. 


AddrQSS: 


SIDCJTJE* C&: Mail Ordejr} 01-309 1111 

1-4 Tns Mews. Httfftertey Hoad. Sidc-up. Kens, DA J4 4QX 

OPEN: MON-SAT 9am - 5.30pm *tAT£ NiGHT: FRIDA V flam - 7pm 


LONDON .. 01-080 4000 

52 ToltenPam Court Road. London. W1POBA 

OPEN; ^ON-SAT 9.30am - S.QOprr. LaY£ Aff&HT; NONE 


LONDON 01-639 1334 ext 3014 

SnffndQ&s ft st flood. Oxford Street, i.&nd&n WtA t AS 
OPEN: MOfVSAT SUm - f 00pm LATE NIGHT: THURSDAY Stem ■ 5pm 


B^Ajut yw deci-ae ■ten m tiuy your new Alan 3T 
cofTOJlnr. we snggert you POTtitte'’ rtf taieAjfy WHPRf 
you buy it Thera are MAtfY companies whe- sari L-flr 
you a conpiiLar, a lew uunpre-ais ard ire i?p |pn sailing 
Slims ll-rrii nnp 1-ErtSH cCAipBi' et- sto tan oflnr i w rr 
al pudjcls lijr your rompuiHf fine experl aevee 
ars) help whan you reed h. There |p DNLT ONE 
oompiny -ho mr p-Pvde !?»“ argeil ranqn rt Atari F.T 
;ala 1 »d prcdvrtt in Ihp Uk. a kill lime Atari ST S3ncmlf;l 
tech-ieal heiplire and r rlnplh- atlpr ubs buppOrt, r>r- 
ii.-'"i o-j free rewaiKte-a fliui b>cchLUH ditiwerpd -s your 
daur Inr in long m ypp najjiffi after ypu pumhase- ypnr 
cormpulei Thai urc ei:irp.iry ip SiItj vrop. We here 
beer ^lablBned lOlhe hare coma Jlnrlwld Ipr tpr yeaig 
with an anri.al lumnver In enceEfi -al £fl inilLon and ran 
r»* Claim lo Tire: -nnr riirtomp^ rwjueflmentfl wilh ai 
atijitev a d urder^andiig wfirh v, SACQTd to none, 
ftp? -flpr-T |UB! lake O-jr ward tor tl ■CumplulR nnrt nptuirt 
the eanpon htic-w hpr pur laletf IrtP-'alufA unU Iwgh ta 
anp&ittfifie trie Sil ca Shcp apmyiiiit Atpri servee. 


STARTER KIT: Wonh £SMJ. FflCL 
wiih (mfiy rtlar> St uampef«if h-oughl from Silisjo 
PROFESSfdflAL PlAdK: Fdm L, ir. h--j. yjy , iwJ r e 
■ilh WASST-fM Did MEG* BT's mni^l fopm S in n 
PEOtOATEO SERVtdRO: 7 lull. i-h a-h-i i r^ ,-vt^a 
mart wiihyifHia al expertericc enAlarl sariicing 

THE FULL STOCK RANGE: AB oi s <„jr Alert 
ipi;i -i.'i.Hi-i-;: Inoirn rrepacc 

AFTER SAiLf S jL'. rtT'LifTt: Th^yjitiH hi s ra □r-D 
dedkated In help you g« ihs Nar ?ro.m yOui ST 
fiRfff CATALOGtitik Mailed iiuy*3 IPy-Jur h^mc- 
M fttfir ss we- nml rhem lanluriRQ -ofiU-si ay wall 
PP #1 (A lha new reteasrs 

FHEf OVERMGHf .'J£ LL’F.R' I-' ;"-i : <i iierdware 
O'deryshippcc wrtfiln Ihc-LJK manipixl 
PRICE MATCH PRdAPSE Nv i»ili malch cn 
et'Ldns or a ’panwi praducl aji-ifpiioa bgjx. 

TREE TECHNICAL HEiPLtNE: t j| limn wj,t pf 
Atari IrEhninal always at yr^jr service. 


FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 

ALL PRICES QUOTED INCLUDE FREE UK DELIVERY 


To. Silica Shop Ltd., Dept PSIX 1289.1 -4 The Mews, Hattierley Road, Siricup, Kent DAI 4 4DX 

PLEASE SEND FREE LITERATURE ON THE ATARI ST 


Initials: 


Surnaneifr. 


Postcode: 


Do you alreacy own a C&mputur 
If so, which one do ynu own? 


DTP □ J 


A 

ATARI 


T h fl range of Alan ST oarapwlek, ulk-rs something tor evetyans From ihn panes enrthusiasl 
who wants the (aiAHang* of tfw very beat in aneatfe «(ion, to the bueine-aanian w'laci wants lo 
m?ike financial lerecasla pr lavlttbes presBnlationa. The- &T orrem higsh quality graphics, 
sound and SfterxJ for ihe gamer, wftilsi provr^irig »fast, user friendly and allurriable solution 
tf? business. The ST « now llmly established in Ihe home envirotainent and boasts a wealth 
ot users in &du«li(m, local gcvammenL. Ww fe ion, acid a yartety oi dtfferent businesses 
Soffwaire fcr ihe range at retches k> cower app-icatiDns as, diverse te ENTERTAINMfcN I 
ACCOUNTS, ART, COMMUNICATIONS, COMFUTFR AIDED DESIGN. DATABASES, 
DESKTOP PUBLISHING, EDUCATION. MUSIC, PROGRAMMING, SPREAn§H£ETS. WORD 
PROCESSING and nvorr: For a full list oi the aoltwaje available:. well as details of Ihe ST 
range, awploig and «eturn lha ooupon jbel-aw, ai^w w«hi it* i<r»«n ^n-.jw cs<x 



































































































Welcome to another episode of Atari game help, 
Adventurers wfll be pleased to learn that me aF mate 
Garry Francis has returned so afi you lamplighters would 
do wdf to heed his words elsewhere - his pet roo has 
swiped a/1 my adventure material as it is! 


ANSWERS GALORE! 



ne of the problems highlighted in the last issue 
was put forward by Andrew Firby regarding his 
copy of ACE OF ACES. According to 
Richard Humphries of Wallasey, the solution is 
quite simple. While on the STATUS screen, DO 


NOT press the joystick Tire-button us this resets the game' In¬ 
stead, press the 'START' button and you will be returned to the 
Practice/Mission screen and no more loading will be necessary! 
Richard goes on to help Simon Glided progress beyond the 
crossroads in LOS ANGELES S*1A.A.T* At the Crossroads, 
walk slightly to the LEFT. When the first grenade is thrown, walk 
to the RIGHT and WAIT for another, then immediately walk to 
the LEFT and fire forwards. Carr> r on doing this until the hostage 
is brought out, then walk to the RIGI IT-hand side of the road. 
Position your character so that his left shoulder is EXACTLY level 
with the LEFT-hand edge of the paving stone (third from the left). 


Carry on firing forwards to kill the 'twiddle\ 


Andrew C, Thompson pleaded for a mop of CHIMERA «.*. 
and in drops our own Paul Rixon (read the S-bit reviews, folks!!) 
with not only a detailed map, but also the solution. Thanks Paul 
for that. Check out this issue's map. 


m Ithough unhappily crumbling to pieces trying to solve 
A CRUMBLE S CRISIS Dean Chadwick sets his own 
^ ^^problems to one side and comes to the aid of Mr. Thomp¬ 
son again in dealing with his other problem with the last 
scenario of QUASIMODO. After placing the second jewel in 
it's case, you must go through Levels 1 and 2 again before you 
can gel to Level 3. This is accessible from where you found the 
second jewel. On the 3rd Level, you are scaling the Castle wall, 
fighting off Guards and Guardians that occasionally pop their 
heads out of windows - firing arrows or dropping oil. At the top 


the hints and tips this issue came from many different 
people 50 we put all the noma Into one of the Tipster s socks 
and drew out Dean Chadwick. The FERRABI’S on it's way to 
you. Dean! 

T his time we have on offer a super DATABANK WATCH with 
telephone memory, schedule organiser, calculator, 24 world 
time zones and much more (It even feMsj*OU the lint*/), this 
will go to the best collection of hints, tipS, mops preheats to 
come oar nay for the next Issue so get thinking and writing. 
The copy date is P r«i* close for the -ex. one so pe, 



s Julies 


of the Castle wall lies the third and final jewel. [It is NOT 
necessary to kill ALL the Guards]), Incidentally, Paul Rixon 
further informs me that there aren't really any tricks to make 
GRUMBLE'S CRISIS any easier for you, Dean * you've just 
got to be goad, and he should know!! 

A few tips from Paul Rrown of Maidenhead, Berks, In TANK 
COMMANDER (a real oldie) just use your tank to move 
around the screen and collect the -agent. Leave all the destroying 
to your airstrike. This way there is little chance of losing. In 
THRUST on the levels with invisible caves, activate your 
tractor beam and you can see them! You can skip rounds in 
WINTER WALLY by pressing SELECT on the title screen. 

The level you begin at is shown at the top of the screen. Last one 
is THE EXTIRPATOR where you can press SPACE to 
toggle between long and short range fire. Also if you allow the 
music to play once then press RESET, the game will begin and 
you have music oil the way through! 

A fairly recent release is TWILIGHT WORLD which 
Chrlstoper Purveur of Aylesford, Kent has been playing. Are you 
stuck trying to go through false exits? Well, every screen with 
false exits has the REAL exit at the bottom so, on Semen D go as 
far as possible to the RIGHT, then right DOWN to the bottom. 

On Screen J go to the TOP line and then RIGHT until you colled 
a KEY. Now go DOWN to the bottom then LEFT and open the 5th 
door. Hey Presto!! 

Christopher Bcvan of Bristol, offers sound advice for those 
struggling with BX/s QUEST FOR TIRES (if anyone else 
ever bought it!). When you come to the turtles and the fat broad 
- American slang for Targe round ladyT! - wait until she has 
swung her dub TWICE. When she brings the dub down for the 
SECOND time, jump almost immediately and you will have an 
easy crossing aver the turtles. Once you have cleared the cliff 
(you have to be travelling at SO m.p.h to clear it), the volcanic 
emption starts. Move to the far RIGHT of the screen and keep 
pushing to the RIGHT. Keep your fingers crossed (what, and push 
right at the same time, Chris?) that a boulder doesn 't hit you 
and, when you come to the turtles at the cave entrance, you will 
be able to jump whenever you like without drowning or being 
killed by the Dina^ur,... the rest is easy!! 


QUICKIES!’... QUICKIES’!... QUICKIES ’!... QUICKIES!!. 


rOCKFOHO (Mastertronic): Press RESET for infinite time on levels! 
From Michael Daw & Matthew Finch. 

OUTRUN (ST version): Type in STARION and you will get loads more 
time (after completing the tlrsl run) from Stuart Short, 
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Stephen Wilds of the Anglo Computer Club over there lrt 
Pollensa, Mallorca, offers the following tips, for devotees of- 
STAR RAIDERS II: 1 . The 7.ylon command ships have a 
weak spot. Fire at the square in their middle! 2. In need of an 
urgent re-charge (in the enemy system, for example)? Warp to 
the star and whilst doing so, press the SPACE bar. When you get 
there the map will appear. Plot a coarse to the nearest planet. 
Wait until you are fully re-charged and GET OUT! (Yes, Stephen, 
Pippin says you can have Gandulf's old badge - he prefers 
adventuring anyway!!) 

HELP WANTED!! 


Solutions, hints or maps for SPELLBOUND DRUID and 
FEUD are currently much in demand - as are CHEATS & 
TRICKS for a whole host of the latest Atari games, so if you 
have progressed well into these gurney or found a devious little 
trick to ease game ploy, please share your success with a few 
Straggler?!] 

My sincere thanks to all of the readers who sent In maps and 
game help recently. Your efforts are appreciated and, space 
permitting, we will see a Map Special in the very near future. As 
always send in your hints, tips, maps, cheats and cries for help to 

THE TIPSTER, NEW ATARI USER, 

P.O. BOX 54, STAFFORD, ST16 I DR 

Let's be hearing from you! 


AND THE SOLUTION 

GET SPANNER (E3) - ELIMINATE FORCE FIELDS AT (B3. 
C4, G5 & B1) - GET NUT (Cl) - TAKE TO (F5) BLUE 
ROOM - GET BREAD (H6) ■ ELIMINATE TOASTERS AT 
(G8 & G4) - GET KEY (H4) - ELIMINATE DOORS AT (D1, 
A5 & F8) - ELIMINATE PANDORA S BOXES AT (A7, D7, 
E6 & F7) - GET PADLOCK (G7) - TAKE TO (G6) - GET 
TORCH <A6) - TAKE TO (G3) - THEN (B6) - GET PYRAMID 
(G2) - ELIMINATE HOUR GLASS (C7) - GET OBJECT (C6) 
- TAKE TO (B7) - GO TO (A4). 

Chimera is VERY difficult to complete and you must not make 
any mistakes by taking a longer route than Is absolutely neces¬ 
sary. Remember to collect bread and water when needed. 


A TIPSTER EXCLUSIVE! 

Every reader sending in NEW 
hints, tips, cheats, maps etc. to 
THE TIPSTER will receive an 
EXCLUSIVE TIPSTER badge! 

There is no other way you can 
get one of these badges so get writing now, Share your dis¬ 
coveries with all your fellow Atarians, 
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XL/XE TYPE-IN 



SPIRO 

by Derek Thomson 


SPIRO is one of those fascinating programs that produce 
beautifully symmetrical patterns on screen that you can 
watch for hours. Using Q Graphics 8 screen SPIRO allows you 
to input your owns purameters to produce patterns of circles, 
diamonds and ellipses in different sizes and combinations to 
produce some excellent drawings. 

When you run the program you will be asked whether you 
wish to centre the drawing an the screen or enter ca-ordin^ 
ates for the screen position. You are next asked for the height 
and width of the drawing and the shape will then be drawn. 
Drawing can be stopped at any time by pressing the START 
key. 

If you have a printer and a favourite printer dump routine 
you can dump out your creations by adding a printer dump 
routine from line 500 onwards. Provision is made in the 
program to access this routine by pressing the P key. 

Have fun with SPIRO, a nice little program that can provide 
hours of enjoyment. 
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printer ouhp suflftom the 


11# G05US 44# 

120 graphics a:RIM AStlJSPOKE 710,e:P0 
KE 7#*,15:PQKE 712 ,05COLOR iSPOKE 755, 
l;#EG :H=l#0i Y=0*lG0=1:TRAP 350 
13* POKE 16,645 POKE 57344,64 
140 OPEH 

150 ? "R":? M ORAN FROM CENTER tY 

7 tO 11 

160 GET ttl # K 

170 IF K^S* OR K —121 THE H CE=#:GOTO 20 
0 

160 IF K-?* OR K-11* THEN CE=llGOtO 20 


0 

OM 170 GOTO 160 

HH 20# ir CE“0 THEN GOTO 2S0 
HM 210 ? "N"5? L ? " ENTER M C5 TO 3143 
11 ; ! INPUT H 3 IF X<5 OH H> 31* THEM GOTO 2 
00 

ZU 220 7 "*("!? S? " ENTER V 45 TO IS*) 
H.;INPUT Y:IF Y<5 OH ¥>154 THEN GOTO 2 
IB 

00 230 ? S? "t ENTER WTOTH "illNP 

UT RU 

DI 24 0 IF K“RR<1 OH H+Rft>319 THEN ? 

IT TO #16 ! 11 ; FOR ® = 0 TO 20»tHEKT 


0 I GOTO 230 

YN 250 T '■PS 1 ':? : 7 " ► ENTER DEPTH J, | : JNP 

UT R 

MF 260 IF Y-RCl OH Y+RV157 THEN 7 "6":* E 
? "QY TO DIG!' 1 : FOR D-0 TO 100 i NEKT D?G 
OTO 250 

MP 27* GOTO 300 

G5 2 60 ? H H n ! 7 :? CENTER HTPTH 41 TO 15*1 
"; 5INPUT RReIF RR<± OH RR>15fl THEN GO 
TO 200 

TH 270 7 "If*17 !? "ENTER DEPTH (1 TO 7flj 
■*; ; 1NPU T R i IF ft Cl Oft R> 76 THEM GOTO 27 
B 

MJ 300 7 "5"T? I? "3 ENTER A NUMBER "I 

;INPUT A 

MH 31* PLOT H,Y+R;FDtt Z=0 TO 360 STEP 5 i * 
ft AMT O K + RBT*5INCZ*A3 * Y + ft*C05 ; 0 = 0*1 

HG 320 50UND 0,0,10*15 

ID 3 30 IF PEEK 1532773=6 THEN Z = 3605 SOUND 
0,0,0,*;0-0!GOTO 358 
HZ 340 NEKT Z l SOUND 

El 350 7 "If 1 ;7 :? "CLEAR SCREEN CY / N / 

C OR PJ";TRAP 356 
6* 360 GET H1,K 

NX 370 IF K = Oft K=1Z1 THEN 7 H6 i M *f 1 :GOT 

□ 200 

HF 360 IF K=7* OR K = ll* OR K=32 THEN GOTO 
2*0 

OF 300 IF K = 6? OR K=77 THEN G05UB 420!GOT 
P 360 

HM 4*0 IF K = 80 Qft K=lt,2 THEN GOSUB PR t GOT 
0 350 

LV 41* GOTO 20O 

KT 42* IF GO=l THE* POKE 710,15 SPOKE 7*3, 

* : POKE 712,15SG0 = 2;RETURN 
LI 430 IF C0 = 2 THEN POKE 710*#5POKE 70?,1 
5!POKE 712,0;GO-1;RETURN 
YN 440 GRAPHICS 0:Dt=PEEK(5603+PEEKE5613* 
ZSSiPOKE 752,1 
PJ 450 :»r. TCOLOR 2,0,0 

JC 460 POKE DL+ 6,7;POKE DL+7,6:P0K£ DL + S, 

6!POKE 62,0 

TH 47* POSITION 7,1.1? "5P1R0"5 POSIT ION 2P 
, 11 7 B6j "by" ; position 5,2:7 «6 j " 

ppm 1 * 

K0 400 POSITION 22,2:7 "Spiro will draw 
different shapes at any part of the 
screen, It will draw stars* "j 
je 4#P ? "circles and M*ny other shapes 

You can also them* When you 

start you will he ashed for the* 1 j 
LU 5*0 ? 11 H, Y positions this is for 
the center of the shape, this will 
not he ashed if you choose to ”j 
ew 510 ? "draw from the center of t 
he screen. Then the width and hsi 
ght, if you want to stop drawins”, 

CH 52# ? " le.g t^e shape is going h 
ack over it’s self! press START 
, once the shape has been 
Ol 530 ? "drawn you will he asked i 
f you want to clear the screen 
t by pressing v or N or space t 
GB 54* ? "The shapes are drawn white on b 
lack. But *1 you press C it Will cb 
ange to black on white* P to 
IN SS* 7 "print- ,f ! POSITION 20*211? “GEHHE 

IU 56* IF PEEK 17043 033 THEN GOTO 56# 

BB 570 POKE BZjSifflETURN 

LI 500 ? ■•*■*;? 5? ”1^ NO SUBROUTINE FOR 
PRINTER":FOR D = # TO 2O05NEHT DERETURN 
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THE GAME “ATARI USERSMAY NEVER SEE” 

IS HERE!! 


“IN TERMS OF 
GRAPHICS, 
PLAYABILITY AND 
ADDICTIVENESS, 
HAWKQUEST 
IS A TRULY 
OUTSTANDING 
PACKAGE” 
- New Atari User 





Available from November 30 th 

De luxe 
Double 
Disk 

Package. 


£1995 


CASSETTE USERS’ HAWKQUEST is designed for Disk-based 
systems but the authors are preparing an 
interlinked Twin Cassette version 
containing ALL THE BATTLE GAMES OF 
THE ORIGINAL, Available Mid-December, 



RED RAT SOFTWARE LIMITED, 15 FENNEL STREET, MANCHESTER M4 3DU, ENGLAND. 




















































UBSCRIPTION OFFERS ... SUBSCRIPTION 


BEAT IT! 

From next issue we have to put up the price of NEW ATARI 
USER to £1.75 but you can beat the increase by subscribing 
NOW! If you subscribe using the form on this page you can 
have SIX issues of your favourite Atari magazine at the old 
subscription price of £9* - and that’s equivalent to getting 
ONE FREE ISSUE over the coming year! 

Subscribe now - not only do you save money but you help to ensure that 
NEW ATARI USER continues to bring you the best for your Atari 

* UK price. Overseas subscriptions are £13.50 tor Europe or Surface elsewhere or £21.00 lor Air Mail outside Europe. 





MAGAZINE & DISK 


LAST CHANCE! 
SUBSCRIPTION PRICES 
MUST GO UP NEXT ISSUE 



XL/XE (and 400/800) owners can take out a HRh I I M 

Disk Subscription and not only save money ■ W ■ WM H ■ ■ 

but also get an ATARI USER disk box, H II 

holding up to 50 disks ABSOLUTELY H I I m 

FREE! This disk box retails at £4.95 but is ■ ■■ ■ ^ 

yours for nothing when you take out a new 

Disk subscription. AND GET A FREE ATARI USER DISK BOX 

A Disk Subscription costs just £24* and _ 

that represents a saving of OVER £4 
against buying the magazine and disk 
separately! Add the cost of the disk box 
and you are SAVING OVER £9! It makes 
sense. 

Discover the tun ot all those great DISK BONUS programs 

* UK Price Oversees subscriptions are £30.00 for Europe or £40.00 outside Europe 

FREE DISK BOX OFFER APPLIES ONLY TO UK 

wmm | W ant to show my commitment to Atari by subscribing to NEW ATARI USER 

V PS Please commence my subscription for SIX issues from issue 42 as follows 

NamB . Q I enclose Cheque/Postei Order tor £_ 

Address. 

.. Q | wish to pay by Access/Visa'MasterCard/Eurocard 

... Card No: 

. mm mm gem □□□ 

I I ORDINARY SUBSCRIPTION UK E9.0Q Europe £13.50 Expiry date: QdDD 
1 — Elsewhere Surface £13.50 Elsewhere Air £21.00 

n DISK SUBSCRIPTION UK £24.00 Europe £30.00 Pleasedebitmy credit card with the amount shown above 

Elsewhere £40.00 

Signature ...*-- 

I understand that a UK Dish Subscription entitles me to a FREE DISK BOX which will 
he despatched as socit as my subscription is processed. 

Please feel free to photocopy this form or write your order (clearly please!) if you do not wish to cut the magazine 













































PROGRAMMING 


MACHINE CODE 

LIBRARY 

Part 5 and Stephen Williamson shows you how to add 
video effects to give you programs some sparkle 
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12*3 
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0373 
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3019 
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0430 
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016 ; 1,094 Picture 

194* 
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064B 

1*9 
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13 E9 
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4tfl 
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14*3 

LDA 14265 


6469 
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147* 
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L 04 

»75S 
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K266 

1413 

.BYTE 0,0,4, 

3,0,9,* 

3210 

STA 

BUFFLE H * 1 , H 





V ideo effects are commonplace now 
in television whether on Top of the 
Pops or in current affairs programs. 
Video images are stored in digital form 
then squeezed., shrunk, moved around and 
altered in a multitude of ways. This issues 
machine code library routines explore the 
world of video effects,. 

Compared to BASIC, machine code is very 
fast, but if you want to manipulate whole 
screens of data ut speed then you will find 
that the 6502 processor at the heart of 
your Atari is just not fust enough. The 
Atari ST uses a 6S000 processor which does 
work faster, but if you want to rival Top of 
the Pups digital video effects then you 
must first of all rob a bank or sell your 
house to buy a dedicated digital video 
effects generator! Despite the limitations of 
a 64k home computer however, you can 
still add impressive video effects to your 
programs to give them that professional 
touch. These video effects routines are 
especially useful for title pages or as part 
Of a slide show program. 

The source code listings can be used with 
standard Atari assembler programs such 
as the Atari Assembler/Editor or MAC/65. 
They can be used as they are with little or 
no knowledge of machine code. To use the 
data versions that are called from BASIC 
programs requires no knowledge of 
machine code at oil. 


USING STANDARD FILES 

The routines use standard 62 sector pic¬ 
ture Hies that art programs such as Micro- 
painter or the public domain program 
Paint use. Atari Artist, the software that 
comes with the Atari Touch Tablet does 
not use 62 sector picture files as standard 
but, in an undocumented option, can save 
62 sector pictures by pressing the > key 
and can load 62 sector pictures using the < 
key. The pictures are displayed in graphic 
mode 15. 

continued overleaf 

Listing 1 
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M y i e »c h - — — - ' 

AM za AFH HACMIMf. f.UfrC LlHUrtflV 
«p SV I?**! by HU ns#:on 

N.K 4M HEM fur »tH AT Am U6FR 
HH 50 Hr ft PfiftT h-2 YIVIC CFFtCT3 
IB te HIM OA5IE PICTURE LDACfH 

mf 75 wcm- - 

m *fl c-b-to* : e*r7B3 tcZ=710 

TL 3* C3=7il:C*-712 

SV 109 C 0 L#=illlSCOLl=iM:taitj 7 HEi 


im ELO' Cfll3Pl®i:COL4-tTB 
r l: 120 scRtfHPflfrpZ430® 

PM 120 GRAPHICS 15*15 

HH 2 45 If t H i€T GDLCJUR® ¥D 0 ft GK i; & DUN D COLLI 
Lift 

HH 150 FOR 1-0 70 4 
L.5 ID® POKE Cfl + J.,OOt4 
CF 2 70 Wt,HT T 
JH Lft -0 0 U ■■ 11 ft 420 

DC- 1?0 CDS-ILC zajJftEM D-E.Lt I F t-I ME LI HOT U 
6 THE MiftFENBAH L BAUCH 
(C 2 80 btl L. Ml* JSlBiBEM CtliETE LIME If" ®OT 11 
■VI MG S-CKEtH fiOFFE-R 

CJ 2 C 0 5110 J3ft = l*£H DELtTt IF 5 T A® TI KB- F 
FFtfl WITH CBLDMR5 DOWN 

IZB lit SUB- 59B;HtK ,HJNP TD IPfftT 5UNRD 
UTINt 

Uft 23ft 0010 2 Ja m EM JLIMft XU 0 T ME H POUTIKE 
■\ FROM II t If I 

ftN 141 HEN LOAD ftlCTJHE TO 70-R E E HR A M 
0 0 1-5 0 VPFM tti , 4,5 ,'"ft ! PICT URL" 

K« 2 60 FDKE ftVFFER . PEE* I H 41 : POKE tHJFFEB*! 

, PEEK cmi 

K C I 7 0 P OKE C HD. ? 

HU IBB Vt}Ut BUFFLEM, 765 ! FCUCt BUf FI-EH'*lj 2S 
5 

Aft 2 70 (ftDR (HCil ! I tl *5E HUfttTUftH 

ro 5*fi REH LOAD VICTUAL TO SIIFFE* 

OH 315 OFF* ttlj 4 , 0 . "0 miCTUHL" 
ft F 320 Hl|fTTF7jll¥€5CHeeWBUFF/Z5C> 
irt S30 LOB7TE-5«ftEEMaurr-Hl*VTEI*Z30 
HE 5+5 POKE *UFttft,LaflVTE ;PI*FF B1TFTEB +1 j 5 
IB YT £ 

JZ IE® FOUL Crt» r 7 

Hft IE5 ft 0 K E BUfH EHj253:FOFt BUFF LCH + 1,25 

3 

AM 3 7ft flrWER t*DR tttCiJ-J : CLOSE Ifl : wFTURM 
SO. 3 BO REM 5TT COLOURS 

BO 1*0 POKE C*- , C0LB : P DK.C C i . C: Oj. 1: POK t ff , 
C0L2 

UZ 4HW POKE 03 r COLStPOKE e4.CDL4lRETU.RN 


EL 410 RtM SETUP 1/0 POIfrtrlETCH* 

£Y 420 DIM MC$ (101 
L 0 4 3® B Urr E. P - fl 5 ? '■ RUFFLE N - JI 5 fi 
zu j + h anH-sEJUcH 0 =usa 
LH 458 rOR In TO 7 ; RtflO * 

HT 46® MC4II, lirCItHSCAJ 
FT +7® MEKT I;RETORN 
VC 400 OoTA 10+,lil,16/?6 r fl6,1!*- 
07 439 BEM SPft VIDEO ETFtCI ROUTINES r*0M 
LINE 599 
MV 65 0 EOT 0 59 9 


JC 4 39 HI M *“ MAGK1 HI- CDO-E I HSAAR7 1" 

HR 5 . i 0TDLCI tf ftCTS ** 

*# FACE T H /Oil T RCUTHifS HH 
15 0 590 1.05 UO 5.3.1H:Atf1 JUMP Til 1-ftDCJH 6llHttO 
urine 

PJ 51H EO0UD &4(l-PfM JUMP IB FflMOUT 'lUflR 
0UTIHE 

is 5in hi- iunit 

CO M* ecu Dftl St* r F M CDLOLiftS 
S, H *10 FDD I-l/h TO lit 

*J 040 IF PTEHICBJ OEBU * T ME H POKE C0,I 

U£ 3Uft U PEEKCC17tfCOLl THtH R0*E Cl.1 

KV bfc-ft IF PttmCrK) CDLI lltEH POKE f * . I 

All 570 If PEEK4C31 OCOI. 5 T HE H POKf E3.X 

OH 399 If PEEK tC4 ) OCO-L4 THtH POKE C4.T 

HD 5*0 FOR OElrtV-I TO Tl 9 ■ *E X T DtlAT 
fU 600 hF.HT I 

ML1 0 I a FOB DM ft V- 1 TO 30 I BE HT OELPV 
ZE 629 RM1IP* 

HH 63 0 (TEM frI3 30LyT. 

XJ 640 FOR I-L02 TO 17t STFP i 
UI 6 5 B II PFfKCEOJOl76 THEM POK f C6.PEEK 
E C®l“1 

ZL 65* TF PEEK It ll <>170 TlfFW PD«E El.PfEK 

4013 -.3 

OK 6/D IF FEt«(Cn(H7t THtH POKE C2.Pf>K 
IC2J 1 

UJ 609 I f PEEK IC3M> 176 THEM PU*F C3 r PttF 
(031 1 

JO 63® i* PEE K CE41 (> 176 THEM POKC C4jPCt»: 
(+I4J-1 

MN 799 HMD DELAY—1 Ifl BBlNLKt DfiLiV 
n 7 !* MEET I 
EH 726 OETU»n 


YO 406 ftEH NH MIlLHIHE CODE LlfeBAftO K hi 

** *.s video- trrtcri »* 

PHff SOULEtC "« 

V3 60® FDR HI I® HI 

IID 510 REAR A : ftd KE 1510*1, A lOFRT I 
EU 52* 6-U»lH-tt636H HETURM 

PE E 3 0 DATA 15 4. 166 ..OB. 13 J . ? 1-4.133,191. i 6 
5,11,111, Hi, 133.294,103.6®, 113,216,1* 
I.705»163 

FT Eli DATA JMI1,217,113,1*6.160, JB , 14J 
J 21«,163,9rl65 > ®,162,9.31.165.6,12,151 
IfK SE0 DATA 6 , 712,22 4,31,2*9.7 4 5,16 2, ®. 1® 
0,0,177,214.141.201,6,177.203.141,152. 
6 

WE 510 DATA 42,16®,1,J2.177173,152,6.1 
4E,214,173,161:, 6, 145 , IB* . H . 153.6.37 
70 670 OAT A I (B, 6,2##, 131 . M . 1*1 , HI i 12D . 

216,749.19.732,32,15J.6, 1 2,1*3,6,7®,4i 
qt 50* DATA *,169,0.160,O.14S,214.145,284 
,286,131,49, 3%B ,247.1JO,Z16,1*5,111,2® 
1 , * 

HT SVi OftT A 240,16.16E,8®,133,214.133,203 
,165, 83,133,746.133,284.76,33,6,32,177 
, 6 

NH 060 DATA 167,9,460,0,145,Z*J.2#0,102,4 
*, 7*0.24 3 j 3® , * , S6,1.6E,. 214,2 3 S . 4.*, ITS j 2 
H-v 610 OAT A 139 ,7 I 5, .133,214, 34, 24 .165,214 
, J.06, 40, 144,2 , Z 3* .215,133,214,30. E 6,16 

F,703 

gfj 629 DATA 2 33,40,176,2,170,794.133,203. 
0 6,2 4.1 65,2 0 3 . 105 .4 0,14 4 , Z, Z1*. 2 94,1 S3 

,703 

Tl 03 0 Oft T A «, 0 ,*, *,*, * 


Left - Listing 2 
Centre * Listing 3 
Right - Listing 5 
Listing 4 opposite 



If you purchase this month's issue disk 
then a 62 sector picture file will be found 
on the disk as weli as the proyram listings 
for this article. Also included is a machine 
code program that demonstrates some of 
the video effects used. 


THE FADE 

One of the techniques used in film mak¬ 
ing is where an image gradually brightens 
or gradually fades to darkness. Listing 1 - 
FADEIN/OUT - mimics this type of effect. 

LINES 260 TO 370 contain a standard 
routine to set up a graphic screen and is 
similar to the BASIC Graphics command, 
A value of 8 is used at line 290 to clear the 
screen and display no text window. A 
value of 24 adds the text window to 
graphic modes that can support them, A 
value of 40 does not dear the screen and 
does not display the text window. 44 adds 
the text window and does not clear the 
screen. 


LINT 310 sets the graphic made to 15. 

Any other value sets the appropriate 
graphic mode. 

LINES 430 TO 540 open an I/O channel 
to load the picture file. For a fuller descrip¬ 
tion of how to load and save files see Part 
2 of the Machine Code Library series in 
Issue 38 of New Atari User, All the listings 
are designed to work with disk files but 
can be adapted to cassette files. Again see 
Part 2 for ways in which this can he done- 
, LINES 560 TQ 610 set all the colour 
registers to the background colour which 
in this example is 176 (dark green). This 
means that you cannot see the image 
being loaded. 

After the picture bus been loaded,, line;? 
850 to 1080 increase the colour so that the 
picture gradually appears. The brightest 
colour value is used in line 860, Most 
commercial picture files contain the colour 
values in the file - so it is possible to 
extract the information directly from the 
file. To make thing simple I have set all 
the colours to a shade of green (values 176 
to 188) - obviously lines 850 to 1080 can 


be adapted to use any colours you like. 

The speed of the routine is controlled by 
lines 1010 to 1070. The speed can be al¬ 
tered by modifying the value loaded to the 
X register in line 1020. 

LINES 1100 TO 1300 perform the oppo¬ 
site procedure by gradually darkening the 
picture. As before, the colour values can be 
altered and the speed changed by mod¬ 
ifying line 1310. 

LOADING PICTURES 

The BASIC PICTURE LOADER in Listing 2 
is a BASIC program that loads screen files. 
All the BASIC versions of the video effects 
are added to this routine from line 500 
onwards. This routine accesses the Atari'S 
input/output part of the Operating System 
and is hosed on routines used in Part 2 of 
the Machine Code Library series. 

LINES 100 TO 110 can be modified to 
change the colours registers. 
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Listing 4 


SCREEN FADE IN BASIC 


listing 3 is a version of the screen fade 
routine written in BASIC. Been use speed is 
not an important factor in the routine 
there is no need to call a machine code 
routine to perform the fade and brighten 
operations. 

Because the routine needs to start with the 
colours all the same as the background 
colour, when using this routine with the 
BASIC picture louder, delete line 210. The 
BASIC picture loader includes a routine for 
loading a picture file to a screen buffer 
(this will be explained later), Because the 


FADE IN/OUT routine does not use this 
feature line 200 can be deleted when 
adding the routine to the BASIC picture 
loader. 


THE SQUEEZE 


The effect which I have called SQUEEZE 
(Listing 4) gradually ■'squeezes" the image 
and flips between upright and inverted. 
The routine uses a number of zero page 
addresses that are used as registers to con¬ 
trol the routine. 

In a graphics 15 screen there ore 192 scan 


lines 40 bytes wide. The routine alters each 
scan line to produce the effect. Lines 1960 
to 2280 are routines for adding and sub¬ 
tracting 40 bytes so that the address in 
RAM of each scan line can be calculated. 
Listing 5 contains the SQUEEZE machine 
code routine that has been converted to 
data statements so that it can be accessed 
from BASIC. Because of the nature of the 
routine it is not relocatable so must be 
ioaded from address 1536 onwards. This 
routine must be added to listing 2 , the 
BASIC picture file loader. 

Apart from listing 5 all the machine code 
data for use in BASIC programs are loaded 
to string variables so that they will not 
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clash with tmv areas of RAW used by the 
BASIC program. 


SCREEN BUFFERS 

The PICTURE LOADER (Listing 6 ) intro¬ 
duces the screen buffer technique, The pic¬ 
ture data is loaded, not directly into the 
Screen display area of memory, but into a 
buffer area which, in this case, starts at 
24900. The data can then be copied into 
the screen display area. This means that 
no matter how much the screen display is 
manipulated, there is always a complete 
copy of the picture data in memory which 
can be re-copied to the screen display. 

The remainder of the source code listings 
are designed to add on to the end of the 
loader routine starting at line 1120. 


IN AND OUT 

OPEN OUT (listing 7) builds up the picture 
gradually by copying data from the screen 
buffer to the screen display one line at a 
time starting at the middle. This gives the 
effect of the picture expanding from the 
centre of the screen. 

CLOSEIN (Listing 8) is the opposite of 
listing 7. The picture is removed one scan 
line at a time. 

Listings 9 and 10 are the OPENOUT and 
CLOSEIN routines that can be used with 
the BASIC picture loader. Delete line 210 of 
the picture loader when adding Listing 9. 
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3TA 

R2 

IB 70 


LB* 

S5C H E£HBLIFT / 250 

1500 


5TA 

It? 

1505 


t P* 

ft* Plot Of 

16 00 

L3 

LfrY 

BO icrten, 

1410 

L 5 

L BA 

(121 , V 

1520 


5TA 

CRB), y 

±4 30 


INT 


1540 


B0V 

HI® 

145* 


BH£ 

Lb 

146B 


LAA 

ft t 

167® 


CLC 


1400 


4AC 

M*B 

1A3B 


BCC 

ONI 

170# 


IRC 

ni 

1710 

ONI 

5TA 

A 2 

±720 


L6A 

se 

173 4 


ot.c 


17*0 


AAC 

R4« 

1 73 0 


B-CC 

0H2 

1 760 


INC 

Hi 

1774 

OKZ 

ST A 

WQ 

170 0 


INK 


1750 


CBN 

HIT® 

1004 


0N« 

LE 

i*ie 


RT5 



RANDOM FADE 


RANDOM FADE IN (listing II) randomly 
copies pixels from the screen buffer to the 
screen display so that the picture gradually 
takes shape. RANDOM FADE OUT per¬ 
forms the opposite, randomly erasing pix¬ 
els so that the picture gradually disinte¬ 
grates. Listings 13 and 14 are the BASIC 
versions of these routines, Delete line 210 
of the BASIC picture loader when using 
Listing 13. 

That's it for this issue. Machine code prog¬ 
rammers should be able to expand and 
adapt the programming techniques con¬ 
tained in the source code listings to create 
other visual effects and everyone should be 
able to include some of these routines in 
their own BASIC programs to give them 
that more professional look. 


LF 

49* 

RFH NN WCNlNl COHI LXDRAffV 

KM 



** E.13 OT&fff 

EFFECTS 

M 



NN rADC 1N/QUT ROUTINES 

w* 

(10 
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P J 
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C05HO 04#]UCH JUHF TO 

■A At (JUT 0 HD R 
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Z5 

51S 

4£1NAN 




CG 

52B 

REH BRICHTFR COLOUR 5 



LH 

111 

TOR 1=171 TO 19G 




9J 

540 

TF PEtMCIlOCPl* 

Yfttft 

POKE 

Cl, I 

At 

B5B 

ir piEKicnOcoLi 

THEN 
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Cl.I 

XA 

500 
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THEN 

POKE 

132,1 

AO 

574 

IF PFENCC3SOC0L 3 

tMtft 

ROke 


AH 

300 

IT PE EH EG *3 <>COL* 

THEN 

POKE 

C4, I 

MO- 

5*« 

FOR AtrLAY = l >0 40 INERT 

DELAY 

ru 

Boa 

HE H T 1 




HD 

910 

TOR AE LAY- 1 TD E 9I NEXT 

DEL AY 
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HO 
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NJC 
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5TIP 
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HZ 
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-1 




JV 
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THEN 

POKE 
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HH 
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rz 
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NEKT I 




l H 
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Listing 12 overleaf^j 


4 90 RUM ** MACHINE CORE LIGRANT N* 

BN- 5.1* UIRE □ ErFECIi 4* 

NX MMAQM Fi®( OUT NB 

Nil $9* P±w HflWD □ U T 4 11200 

HC Si® r OR 1-1 TO UAllHt * 

H r 0Z9 RftWD0UT0 CljI)“ E H RT £ A 1 

C® SI1 NEXT 1 

TV 5*0 A ~V 3 R CAD P [ft* HbOtl Till: MF IUHK 

VV 554 BAT* IB*.±43.233,ill,217,159,2 r 111 
,ZOB,105.BS.113.243.(,R*,I1j,2 94 ,159 
. OB , 171,20S 

Ml 54* BATA 101,27,171,200,102.0,172,14.? 
16,±99.«, 145,111,ZIf,Z B*. IIZ.224.19.24 
B ,242 

E* S 74 BATA lt.0.Z35,±€ Z,50,202.204,253,13 
0/244,240,1 24,207, 1*5,Z*7,ZBB,ZOB,103. 
Z33,177,207 

TJ 5114 *AfA 1H, 3B0, 110, ZBB, ZBB, 154. IBS, I 
B,133,243,1*5,*2,MJ,ZO*,142,4,1*0,0,1 
*7,0 

BU £ TO BATA *45.ZAI,209,±*Z,40,ZOO,247,16 
5,207,24, 145,44. 14 *,?. 2 1*,Zfl*,137,ZB7, 
J5t.ZZ4 

rz EBO DATA 132./lH.Tlt.JT.D.e.D.e,0,0,4, 
>, B. 0, B, 0, n , 0, 4, o 
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MACHINE CODE 
LIBRARY 

LIGHTS ... 
CAMERA .. 
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listing 12 
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mt 
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i 
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13*0 

1MV 
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1®3B 

ST® SUUNIFIH 
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HEC C 0 U N1F ft1 
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4*C B4B 

1*79 

------ 


1339 

m'C ONI 

19 *® iClear ro-Et ot screen 
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INC A3 

109* l ■- 

--- 


1*00 DM1 
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flue 2240 
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INC 01 
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149* QMS 

. no 
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1*7® 
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14®* 

<;PK Hi fl 

17*® 

I MY 


±439 
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i*il 

CFY 1*40 
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2400 

e®F l* 


131* ;Plol nn4dPi KTOi to irrmnw 

2 01® 

t &a rb 
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2029 
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1*3 0 

1®* «255 Set CpyR-tei-i 

Z#30 

fiftC t*40 


15*0 

5T0 CDU4TE0* ttJ F*quir*d rt® 

2 9 4# 
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1E6* 

Lto nz or 2 dope 

2OS0 

me ®i 


15EI 

SI A CWUMTF01 

?0tB OBJ IT# R® 


1S7B L J 

L C-* DJ 

2079 

INK 


15 9* 

5TO OO 
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137® 

LtA m 

293® 

SHE L 7 


1®** 

ST ft Hi 

219* 

RI 3 
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ST ACCESSORY PACK 
THE IDEAL GIFT 

Superbly packaged, top quality accessory pack 
for new ST owners or old hands ■ the ideal present 
All the accessories the ST owners might need in one neat 
gift package. Comprises modular DISK BOX to hold up to 
150 disks, top quality MOUSE MAT, JOYSTICK 
EXTENDERS, MOUSE HOLDER and DISK HOLDER 

Recommended Price £39,95 

OUR SPECIAL PRICE £30 

Post and packing free (UK only} 

Send cheque or P.Q. or quote Access/Visa number to 
PAGE 6, P.Q. BOX 54, STAFFORD, ST16 1DR 



JfL'JTE GAMES 


TBUjKWS IHESE- J 

F-1S STRKE EJiUlL 

sun a.» CCf I 
SCANDiSC XLXF DISC 


DISC and CASSETTE 

SM.K ■ -'! 


iva’ss.V'*# am 1 as sas? 

ss 4 (Hi ilrit * “Hilt iw» CC,D| ■ ™*u PuKUlr genus- tflTiOH e«is id|[i*« Ri 


£ 14,95 


thf Ht CHFMlS f __ XLXE DI SC ES-95 

Trafttllfi mult inS [UlHiti|a'{BTin*nc;i3l Up* pa®*l 1* »r* drK 1 Pw ST KE# 0*" lra *™ r| U ,lnl 

3fl w TAPE _ _ _. 
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x ns.v.’Ss,s. i.« “ ««“rV“ . 

■al run IHi EliFfl WHti flSHiW W 6®1M" omlr ,0 

f } 4.95_ 
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■ 1 fti |fnl 
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cm mrtn a tlmlr! DstuM IwntiHluni ftHulid "ill lilt Nd PKi. 

S |A< ChdqiafQ ft: £UFtSC*H PO HUH M, HHd MU Of l*fr»M* jMTWlPPldM HMRi 

Ml |rwH liiUd Inelid* UP pdlift|i mp-srai pjiKi^idfl H II 
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Software 

---—presents 

1. PAINTBOARD 
2. NETWORK & KING'S PERIL 
3- COUNTER-SLOT 

1 Paintboard has. many powerful features which are supponed by its 
30 commands. Commands include zoom,, fill, colour, line. ho3<, circle, 
airbrush, per, load, save, gallery etc. Supplied on TDlK cassette with 
demo pictures and utility programs 

2 The Network & Kings Peril are two separole puzzles which will keep 
you busy for hours! <A knowledge of chess useful with the King's 
Peril) 

3. Counter-Slot is a J simp!e to understand but difficult to solve puzzle. 
It will probably drive you mad while trying tb solve it- 

PAINTBOARD PACKAGE £6.99 

NETWORK & KING'S PERIL £1-99 

COUNTER-SLOT £2 99 

All programs run on any Atari, except ST, with at least *Bk 
Prices include postage ahd packaging 
Make chequeyPO's payable to Amethyst Software and send 
with your address to 

amethyst software 

3 Oban Avenue, De La Pole Avenue, Anlaby Road, 

Hull, North Humberside HU3 6SB 
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BACK ISSUES 


ISSUE 31 and earlier 
now in short supply! 


PAGE 6 back issues represent an excellent way or increasing tne enjoyment of 
your Alari with articles to enlighten you, programs to type id and reviews Of 
software to guide you. Almost aft ot the content or past issues will be as fresh 
and relevant today as when It appeared ■ Increase your enjoyment now, before 
It'S too late! Disks are available for aft issues, containing all the 3-bit programs 
from each issue ready to run, and they often include bonuses not lound in the 
magazine. 


see ear iter issues for ftiit 


Limited numbers of the following ere still available 
descrfpJjbn of contents 

SOLD OUT 


j - Includes a -Guide To Error Codes, LUSK. ALSO AVAILABLE 
| - Includes a type-in spreadsheet DISK AVAILABLE WITH BONUS 
- Includes utilities JtfiEF and VERIFY. BONUS DISH. AVAILABLE 
I - S OLD OUT 


ISSUE 24 


The following issues are still available 

WHfjfiJz&Zi - Another biggie! A must tor 1&29 printer owners with 3 great Utilities 
including a SCREEN DUMP. A super Japanese cues* game called SHOGl, a type 
in REVISION 0 BASK, a lull leature on disks and mere. For 5T. type in OTHELLO, 
reviews Of LEADER BOARD and MEAN 13, Hints and Tips and several other 
reviews and articles. 



DISK AVAILABLE 

READY to GO! 


ALL THOSE 1029 PROGRAMS 


SOLID MODELLING is one of the beet non-game programs we have 
published. Be creative! Other programs Include SOURCE WRITER lor machine 
code programmers, FLEXIBLE FINGERS to help you type, NUTS and mot*. 
Reviews of TRIVIAL PURSUIT, DVCfcS, SPEEDSCRIPT and much, much mom. ST 
users can learn all about HARD DISKS, FAST BASIC, TYPESETTER ELITE. DEGAS 
ELITE and mad reviews on a whole lot more software. 



DISK AVAILABLE - DOUBLE SIDED! TWO lull sides 
with BONUS SCREENS for SOLID MODELLING! 


ISSUE 27 


Some cracking listings lor the 8-bit. In GREAT BRITAIN LTD. you 
can be the Chancellor and help run the country. COMPUTER GAMMON is a great 
Atari version cf backgammon and there's AMTS IN YOUR PANTS, DISK COMMAND 
and others. There rie a leature on word processing and slacks Ol reviews. The ST 
Mellon includes an Irvdepth review Ol ART DIREGTOR end a neat tittle program 
to put scrolling slam on your Screen I Lots of reviews including HABAVIEW, 
K-SPREAD 2, K-WORD and many more. 


ISSUE 29 


MADNESS SCREEN DESIGNER, play GREEDY CATERPILLARS with a friend, teach 
your children with MOST HEART MATHS or make up same crosswords with 
XWORD. A long leature on flight simulation programs, hints on ZOHK and loads 
ot reviews. For $T users* the Mrsl In a series Of USING GEM Irom 0 plus FLIGHT 
SIMULATOR t! reviews, new boohs Irom GOMPUTEI and a whole stack of reviews. 

DISK AVAILABLE - Also contains the winning title 
screen Irom our competition. 



fSSUf 29 


SOLO OUT 



_ - A greet follow up Eo Solid Modelling allows YOU to animate 3-D 

objecls. Try 3-D ANIMATOR. How about a puzzle wfth LETTER CASTLE or an 
arcade style phopf-up from ANTIC called DESERT CHASE? Articles inlcudc an 
In-deplh look al GUNSLINGER, Genealogy With Your Atari and First Steps on 
saving Screens. Loads of reviews including AUTDDUEL and P:R: CONNECTION. 
The ST section has the continuing GEM series, CYBERSTUDIO, ZOGMHACkS El 
and lals of gemee and serious reviews including GFA BASIC* K-Rggel. Jupfter 
Probe 

DISK AVAILABLE. DOUBLE BIDED with BONUS 
MACHINE LANGUAGE AD VENTURE only on the disk! 

Our measive survey on all the WARGAMES available for Ihe 3-bit 
Atari heeds ihis Issue which also Includes a great type-ln synthesiser listing called 
ORIGINAL SYNTH* Other listings Include FONT FACTORY, a nice character editor 
and a Challenging game called BOWL TRAP. A feature on SSI, more Tutorial 
Subroutines, a long feature on THE NEVER ENDING STORY, reviews of ROADWAfi 
2000 and THE DUNGEON plus many more are also In |h|s Issue. ST SECRETS, 
a new series on $T programming begins wfth a look at sound and the ST reviews 
section Includes IMG SCAN, BASE TWO, TEMPUS and many more. 

DISK AVAILABLE - All Ihe extra flies lor ORIGINAL 
SYNTH ael up ready to run plus all Ihe other liming* 



- A great Card game lor 8-bit users called, rather uninapiringly, WHIST 
plus a Iwo player game of TENNEB and a GRAPH MAKER that works on Ihe 1829 
printer, A new -series starts on EXPANDING YOUR ATARI and there Is an excellent 
program,Tutorial on BUBBLE SORTING. Reviews Include THE PAWN, GUILD OF 
THIEVES, SPAflTADO&'U S. DOUBLER and many mom. ST u»re can find oul 
about programming graphics with ST SECRETS and can read all about the TURBO 
DIZER, PC DITTO glue reviews ol Tanglewood, Defender of The Crown, Winter 
Olympiad, PROSPERS FORTRAN and more. 

DISK AVAILABLE - DOUBLE SIDED With BONUS 
MACHINE CODE ARCADE GAME only Oh this disk, 



issue :m 


Many readers have said this is our best issue yet wilh an extensive 
tealure on choosing a printer for your Atari, plus HEAVY METAL, a superb type-in 
machine language arcade game, Other type-in listings include another game, 
CRYSTAL CRISIS and two utilities. COLOUR TUNER and SOFTKEY, the Utter 
being a super keyboard 'macro', uliklly. ST owners can find out mens about 
PROGRAMMING GEM with another article in the series and there are leads of 
reviews Including MASTERPLAN, GUNSHIP and SPECTRUM 512. There's much 
more In this issue besides, including some great music for Ihe 3-bit. 

DISK AVAILABLE - including TWO BONUS GAMES 
that are ntft in Iht magaiine. 

- Ah ADVENTURE special lo delight all fens of Atari Advenluring. 
Exclusive and extensive interview with LEVEL S, two TYPE-IN 3 bit ADVENTURES, 
games reviews, bumper A-Z HINTS AND TIPS for all kinds al adventures, a survey 
cf almost every known Atari adventure and much more- Diner Hems include PAYE 
T'S CISCO, FLYING BY THE BOOK, TUTORIAL SUBROUTINES, the SHELL SORT 
and the regulars. ST pile includes a round up of ST adventures, a review of 
DUNGEONMASTER, hints an adventures and stacks cf general games reviews. 

DISK AVAILABLE . includes TWO BONUS 
ADVENTURES only to bo found on Ihis disk, 




BOLD OUT. 


DISK WITH ALL PROGRAMS AND BONUS 
MACHINE CODE GAME STILL AVAILABLE 







frt 

1 

DISK 

AVAILABLE - some L-D-M-G LISTINGS! 

$ 

■ 

- Exlen 

id Ihe 

incredible crimnai Munchv Madness with the MUNCHY 



ISSUE 36 


_Another cracking machine language game from Paul Lay called STAR 

RIDER plus HEAOBANGER. also in machine code. MUSIC BOX end SYNTH II to 
type in, MAPPING YOUR ADVENTURE shows you how lo succeed in adventures, 
050 SPLIT reveals secrets about Ihe 350 interlace, DESIGNER KEYS allow* you 
Eo customise the keyboard. Then there's BEGINNER'S BASIC plus. a new series 
on TURBO BASIC, reviews of MERAK, Dreconus, Jot Blade and more, For (he 
ST we have B BOOT Id allow you to bool horn drive 8, 8TOS reviewed. TRIP- 
A-TRON, 5PELLBOOK. SUPERBABE PROFESSIONAL all reviewed and you can 
find how to never get lost again wilh AUTOROUTE. All this plus much, much more. 

DISK AVAILABLE - includes BONUS MACHINE CODE 
UTILITY lo add 123 colours to Atari Artist or Micra- 
palnler pictures. 

- Some excellent listings including SCROLLY TEXT EDITOR, a superb 
utility lor creating scrolling messages on the XL<XE |u3t like those on the ST, plus 
BLASTCOM, a last and furious bias! 'em up, and SUNPLOTTER which shows you 
Ihe position ol the sun and times anywhere in the world. Also FINDER for 
search ing your programs, the first part cf MACHINE CODE LIBRARY and the 
CASSETTE DATABASE. Loads of reviews, as ususf, Including SparlaDos X* ST 
File includes the first part in the MIDI series and coverage ol PRETEXT and FLAIR 
PAINT plus reviews of HEAOCOACH fwhor* have you seen that reviewed else¬ 
where?}, SPRITE MASTER and a whole host Of games, Let's mere besides. 

DISK AVAILABLE - includes BONUS program UNDER 
STARTERS ORDERS, a superb horse racing game (or 
ell Ihe family 


ISSUE 36 


A super educational program, MGG-TE3T. fur revision, homework 
or fun. The MACHINE CODE library looks at saving and leading memory, a utility 
lists a REAL TIME CLOCK lor your XL or XE and THE POD2 is a great scrolling 
game. There are several mere listings. The TIPSTER begins and article* Include 
THE GAMES THEY NEVER RELEASED and more Oh Turbo Basic, ST owners can 
enjoy type-in -routines Tor graphics, reviews Ol MINIX, FUN SCHOOL 2. POLICE 
QUEST II plus loads Ol games. The MIDIots guide conlrnues and John Sweeney 
looks al KINGS QUEST and LEISURE SUIT LARRY. 

DISK AVAILABLE - include* GALACTIC CREST A a 
BONUS MACHINE CODE GAME previously released 
commercial lyr 

The first type-in lishing game for the Atari, CATCH DAY, heads the 
way with MOUSE PARTY and a NUMERICAL CONVERSIONS UTILITY also to type 
in. Other features include PAGE MARSHAL, HAWK-QUEST, the MACHINE CODE 
LIBRARY on Player Missile Graphics plus, of course, THE TIPSTER and reviews 
Ol e-bit games including STAR WARS, The ST section includes reviews of THE 
JADE STONE and DOMES OF SHA, the Midim's guide to The SEQUENCER, a new 
column on STOB PROGRAMMING plus many, many review* Including GOLDRU5H 
end GALDREGON S DOMAIN. 

DISK AVAILABLE ■ Includes PRO GOLF as a BONUS. 

Superb 13 hole action wilh all Ihe options plus a 
construction kil Eo build your own courses 

Read alt aboul SubipfliC, the company that brought Right Simulation 
to the Atari. Programs Include SHIFT IT, a mind boggling sliding puzzle game and 
MEAN MOTOR for lost racing. A simple educational program is LEARN TO READ 
which you can easily adapt and K-TYPE will improve your touch typing. Ail Ihese 
plus the Machine Code Library, Cassette Database, The Tipster and much more. 
For ST fens Ihe STOS column has type In listings arid there are reviews of 
ARMADA, JET. BATTLETECH and many more, Also the final part in the Midiot's 
Guide to Music, 

DISK AVAILABLE - Includes BONUS machine 
language game GRIDWARS 

Disks are still available for many issues which 
are sold out. These contain alt the programs from 
the issue but not the relevant articles, Please 
enquire If you are interested. 





BACK ISSUES are E1.5D each in ihe UK, £2.40 lor Europe or surface mall elsewhere and £3,SC tor Air Mail outside Europe. Prices Include postage. 
ISSUE DISKS are for any 43k or 64k 0-bll Alert. Each disk is E2,95, Postage FHEE in U.K. Overseas add £.1 per order (any number of disks) 
Send ybur order to PAGE 6, P.0. BOX 54, STAFFORD, ST16 1 DR ENGLAND. ACCESS and VISA eccepled- Telephone D7E5 212926 
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Garry Francis has promised to return to the pages of 
New Atari Lteer shortly, maybe in another guise, hut in 
the meantime he cant resist those adventures and comes 
to the rescue of a couple of wayward adventurers from 
last issue's Tipster column. 

ESCAPE FROM TRAAM 

In the last Tipster column, Michael Wood asked for same help 
with Escape from Traam. I'm not surprised! lyym Pearson writes 
terrible adventures which are really hard to complete unless 
you're ‘in tune' with his warped ideas and shocking purser. 

Here's a few general hints before presenting the full solution. 

The game starts in the cockpit of a small space cruiser (indicated 
by on 4 S r on the map), Save the game before leaving this room. 
This may sound silly, hut there's a good reason for it. If you are 
killed or type QUIT, you do not restart at fhe beginning as you 
would expect, but are placed in an otherwise inaccessible room 
(Indicated by an 'R' on the map). This is not a problem in itself, 
hut the locations of objects aren't re-initialised either! Your 
inventory usually (hut not always) stays intact and other objects 
stay where you left them. This may not be what you want. In 
fact, some objects may then be completely inaccessible. The only 
way to restart would normally he to reboot. However, if you have 
saved a game at the start, you can load this to effectively restart 
from scratch. This is much quicker and easier than rebooting. 


HINTS .... 

LOOK in every mom and repeat this over and over again until 
you're satisfied that you've received alt possible responses. You 
con also use LOOK to kill time , 

Also fry command* like CLIMB and LISTEN in every room. 

LOOK at every object listed in room descriptions and the respon¬ 
ses to LOOK. 

TALK to every character you meet and repeat this over and over 
again until you're sure you've drawn du( every possible scrap of 
information. 



An action will occasionally trigger something at a distant 
location, ffyou're stuck, re-explore old territory. 

If something works once, try it again - perhaps ar a later time 
in the game, 

Use the alphabet in the dictionary fo rransJafe the Krillig 
language by writing the Krillig fl/phafief on one line and The 
English alphabet from A to Z underneath it. 

Four Inventory is limited to six items. Use the full object descrip¬ 
tion when picking something up or putting it down. For exam¬ 
ple, GET SILVER KEY wilf work, but GET KEY will not. 

Whenever E is a valid exit, you can also use JVE or SE to take yuu 
to the same room. Similarly, whenever W is a valid exit, you can 
also use NW or SW. I consider this a bug due to the funny way 
Jyym Pearson's parser works, hence only the cardinal directions 
are shown on the map. 

Avoid the Traams , 

The pendant buried with the creature under the mound has no 
use other than to gel you killed, teave it atone. 

Escape from Troam includes sufficient dues to allow you to 
solve the game without cheating, but they are sometimes very 
hard to find. The following solution includes enough informa¬ 
tion for you to find these clues, but once rhey are known, the 
game can be solved in far fewer moves, I did it in 124 moves. 
Can you do better? 
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... AND THE SOLUTION 


LOOK * LOOK - LOOK - LOOK - LOOK LOOK - LOOK - 
LOOK SHIP * GET NYLON ROPE - MOVE SHIP - GET LASER 
- S - LOOK CUFF ^ TIE ROPE TO BUSH * CLIMB - E - S - 


CLiMB - W - LOOK STREAM - GET FROND - E-N-W-W 
- LOOK - LOOK - LOOK - FEEL OBJECT - CLIMB - LOOK 
INSCRIPTIONS - DIG WITH FROND - GET STONE CUP - 
LOOK ALTAR - DIG WITH FROND * GET HELMET - DROP 
FROND - W - N - N * LOOK - CLIMB - LOOK SHIP - GET 


CLIMB - E - S - CLIMB - FILL CUP - GET 



SILVER KEY - $ 

CUP OF LIQUID - N - W - W - 


N - N - CLIMB 

- S * CLIMB * UNTIE ROPE - GET NYLON ROPE - E * S - W 

- W - CLIMB - W - N - H ■ CLIMB - LOOK - POUR CUP - GET 
GOLD BALL -S-S-E-N-E- CLIMB - LOOK - UNLOCK 
TRUNK WITH KEY - DROP SILVER KEY * OPEN TRUNK - 
GET DICTIONARY - READ DICTIONARY * DROP DICTIONARY 

- GET ALPHABET - LOOK ALPHABET - DROP ALPHABET - 
N - N - TALK - TALK - DROP GOLD BALL - LOOK - CLIMB 

■ TALK - TALK - TALK - TALK - TALK - TALK - TALK - TALK 

- TALK - S - PUSH STATUE - LOOK - PUSH STATUE - LOOK 

- GET INSECT * S - LISTEN - CLIMB TREE ■ E - CLIMB 

- S - LISTEN - LOOK BUSH - CLIMB - S - S - S - CLIMB 
LOOK - LOOK SLUE DOOR - PUSH PIN - LOOK - KILL 
HUMAN - WITH LASER - LOOK - GET UNIFORM S-S * S 

- CLIMB - LOOK - TALK - KASTAMAN OPEN - MOVE 
CABINET - OPEN - W - LOOK SHELVES - READ BOOK - 
BREAK LOCK - READ BOOK » E » S - S - £ - S - S - LOOK 

■ DROP INSECT - LOOK - LOOK - LOOK - LOOK CRACK - 
PUSH BLOCK - CLIMB * CRAWL - CRAWL - CLIMB - LOOK 
OBJECT - TIE ROPE TO SPIKE - CLIMB - CLIMB - CLIMB- 
UNHOOK AUTO PRESSURE * LIFT DECOUPLING RING - 
PUSH THRUST BAR * LOOK INSTRUMENTS - PUSH BUTTON 

LOOK - [THE END] 


SAVAGE ISLAND PART 2 


Both Michael Wood and Andrew C Thompson asked about the 
password for entry to Savage Island Part 2. Savage Island was 
the first (and probably the only) true two-part adventure ever 
published. It is absolutely essential to finish part I before you 
can play part 2. This is true for two reasons, firstly, you need to 
complete part 1 to get the password for part 2, Secondly, if you 
da n't play part 1, the ' story 1r is incomplete and part 2 doesn't 
make much sense. Because of this r I really don't think it s fair to 
publish the password for part 2, Nevertheless, if you insist... 


IF YOU REALLY WANT TO CHEAT! 

There are actually two passwords depending on whether or not 
you correctly complete purl 1. They are 123 and 474, I'll let you 
work out which is which. If you haven't completed part 1 
because it was too difficult, it's unlikely that you'll complete part 
2, as it's really, really hard. If anyone wants hints, maps or 
solutions to Savage Island Parts 1 and 2, please let me know as 
soon as possible (via the editor, if you wish) and I'll put some¬ 
thing together for a future issue. 


by Gariy Francis 


You can write to Garry Francis at 
26, Earing a Road, Earl wood, 
N*5*W* 2206, 

Australia 


ou 

DISK BONUS 


Two great machine language 
games as the BONUS 
on this issue’s disk 

TRACKSTAR 

by Bill Halsall 

Trackstar is an athletics simulation for 1 or 2 players using 
1 or two joysticks and has five separate events in which you 
may compete. These are 100 metres, long jump, hurdles, 
Javelin and high jump. You must obtain as many points as 
possible on each of these events. Game play is similar in 
each event with the joystick being moved between left and 
right to run and the button being pressed to jump or throw. 
In the float event, the high jump, you first set the height by 
moving the joystick until the requisite height is reached, 
then press the button to select it. You cannot subsequently 
reduce this height, 

A new game may be started by pressing the Joystick button 
and carrying out the on-screen instructions. There is a short 
pause between each event to give you a chance to get your 
breath back or apply first aid to your joystick! 


BLOKHEAD 

by Peter Lister 

BLOKHEAD is a simple to play yet challenging machine code 
game with some excellent smooth scrolling- The object is to 
simply collect a key from the pile of blocks on the left hand 
side of the screen before moving over to the right hand side 
to open a lock and so proceed to the next level. 

Sounds easy, but there is only a certain way to reach the 
key and lock and we leave you to figure It out. There are 9 
levels of increasing speed and difficulty which should keep 
most players occupied for some time. 



trackstar 


lilokhead 


These BONUS programs are only available on the Issue 
41 disk which Disk Subscribers will have received with 

their magazine. The issue disk, with alt of the 8-bit proq 

■ 

rams from this issue ready to run and the TWO BONUS 
GAMES may be obtained separately for just £2.95. See the 
order form on page 49. 
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COLOUR DUMP 


for the STAR LC-10 colour printer 


by John Fildes 


The STAR LC-10 must be the finest value colour printer around 
at a price matching many single colour printers, but a colour 
printer is not much use unless you have a printer driver is it? 

This program will enable Atari S-bit owners to load in standard 
62 sector picture files and then toggle the colours to match those 
available from the printer ribbon and then dump out the whole 
picture in up to eight colours. The printer is capable of printing 
seven colours but the program allows the user to also specify 
white, being the colour of the paper. Keys 1 to 4 are used to 
increment the colour registers and each key controls one register 
with successive keypresses cycling through the colours available. 
Once the colours have been chosen, pressing any other key will 
start the printer. 

The picture loading routine comes from an article by Mike Rowe 
in the February 1986 issue of Atari User with several added 
routines to drive the printer. The program uses a machine code 
routine to scan the screen, one column at a time,, and to allocate 
the contents to one of four buffers. The line feed is switched off 
on the printer and the four strings representing the contents of 
the buffers arc then printed out together with appropriate colour 
selection information. The printer line feed is then switched back 
on and the program loops back for the next column, 

The picture is printed at the maximum speed of the printer and 
the total time taken depends on the colours chosen. Each pass of 
the print head is for one colour but some of the colours available 
are made up of two ribbon colours and thus some picture lines 
could take up to eight passes of the print head,. If white is chosen 
as a colour then that pass is skipped. The routine prints at single 
density,, i.e. one dot represents one pixel on the screen. The 
maximum resolution for four colour pictures such as those pro¬ 
duced by the Atari Artist and Micropainter programs is 160 by 
192 which gives a picture size approximately 110mm by 80mm 
but, for anyone who may be interested, I am hoping to produce 
a routine that will double the dimension of the pictures. In the 
meantime, your STAR LC-10 might at last come alive. Try it! 



It reafiy Is in colour on the LC-10 - promise. 11 


EI i HEM WHtWIIMI fKMUH H M KXMM J I H H 


aw t HEM * LCIOPUMP * 
HO 3 HEM * by * 
OF 4 HEM * John Wildes * 
EC 5 REM * - - ---—-- * 


UE b HEM * HEM ATARI USER - Pece-wberflS * 
ea 7 HEM H MHm CHMH HM H HMHHKHMM H Nl iMHHMH MMWW 
NH B REM 

MH 16 REM STAR U 10 COLOUR DUMP 
0E 28 REM TOR £2 SECTOR PICTURE FILES 
JT 25 GOSUB 4000 ■ REM IN 5TRLUCTI0MS 
MG 30 GB5UB 1000:REM INITIALISE 
NL 35 G05UH 5000'REM USB ROUTIHE CODE 
HR 40 GOSUB 2000:REM LOAD PICTURE 
VK 50 GOSUS 300BtflEM ALLOCATE COLOURS 
KH 100 REM MAIN LOOP 

SF 110 FOR ROM:: START *37 TO START STEP -1 
OH 120 A-USP (ADR THCSJ ,, RDM, AOB (HIJFF4S3 , ADR 
CHUFF3SJ*ADR CBUFF2S3*A&R CBUFF1531 


JC 

206 

h 

LPRINT 

SPACES 11 * 33 ; REM NO LINE 

FEE 

LC 

205 

IF SCR0 

=22 THEN 215[REM SKIP 

IF 

MH 


HE 





TL 

210 

LPRINT 

COLiSjINITSiBUFriS 



HL 

215 

IF 5CR1 

=22 THEN 225 ! REM SKIP 

IF 

HH 


ITE 





VE 

220 

LPRINT 

COL 25 ( EMITS;SUFF2S 



MU 

225 

IF 5CRZ 

=22 THEN 235!REM SKIP 

IF 

HH 


ITE 





HH 

2XB 

LPRINT 

C0L35*INXT$*0iJFF3S 



L0 

235 

IF SCR3 

=22 THEN 250 rREM SKIP 

IF 

MH 


ITE 





VO 

240 

LPRINT 

CQL4S;INIT 5 J BUFF 4$ 



MJ 

250 

LPRINT 

SPACES 14, 63;REM LINE 

FEED 

FF 

260 

NEWT ROM 



AL 

270 

LPRINT 

R5T5 



DH 

2S0 

END 




BM 

1000 DIM FS12B3* SPACESC6J,INITS 143, 

RST 


SC23 , SE5I243 t MC$ C32S3,C0LSl243,C0L1$(3 


3,CDL2SC33* COL 35 133,C0L4SC33 
FD 1010 DIM BUFF 15(±723*BUFF2SC172J,BUFFI 
5 £1723 , B13FF4S CI723 ! BUFFlS = "4H'; BUFF 1$ Cl 
72J =BUFFi$;BUFFlSf23 =BUFFiS 
IT 1020 BtirFZ$=r&UFFl$;BilFF3$ = BilFFl$:BilFF4 
5-BUFF1$ 

HO 1030 FDR H = 15 36 TO 1507; READ A! POKE H, 
A:HEM T H:REM ROUTINE TO LOAD BISK FILE 
AG 1040 BATA 104,104.104,141,7,6,102,16*1 
67,7,157*66*3*165,08,157,66,3,165*07*i 
57,67*3*167,0 


\ 


i 
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IU 

LOGO 

BATA 157,72,3,169,31,157,73,3,32, 


86,228,169 .12,157,66,3,32,66,228,St,0, 


If , 8 , O 

, 8,0 , O . 8 , 0 

MG 

1060 

FOR H-l ID /4 rflf AE> A : COL £ EH . HI - CII 


H£ (Al 

IHF X I X 

XK 

1070 

BA TO 27,114,0,27,114,1,27, 1.14,2,7 


7,114 

,3,27,114,4,27,114,5,27,114,6,27, 


114,0 


KS 

1080 

FOR K = 1 TO 6 :REAP A:SPACE £ £H,HI-C 


HR $ C Al : NEHT M : REM LINE FEE E> COMMANDS 

OC 

1090 

BATA 27,65,0,27,65,8 

&a 

1108 

FOR H-l TO 4 1 RE AD A:1H1TS EX , H3“CH 


ns CA3 

1 HEK1 H:REM SWITCH PRINTER TO GRA 


PNICS 

MODE 

Nt 

1110 

OAT A 27,75,192,0 

GW 

1120 

FOR H=1 TO 2:READ AERST9CX,H3=CHH 


S C Al : 

NEHT HIREM RESET PRINTER 

MO 

£130 

BATA 27,64 

IF 

1140 

FOR K = 1 TO 24!READ A:SE5 CH,H3-CHR 


£ t A 1 : 

NEHT KiREM SCREEN COLOURS 

HR 

USD 

DA I A 0,0,6,3,2,0,6,2,0,4,2 , & ,1,8, 


Si2i 4 

, 0,10,2,0,0,14,0 

At 

1160 

RETURN 

ZJ 

2000 

HER ATARI USER FEB■1986 

SG 

2810 

7 ’"Enter fil# name 1 ’!? :? “ 0 , 9 . 0 


! PICTURE** 

GC 

2020 

POSITION 7,20 

rc 

2030 

INPUT F$ 

DE 

2036 

IF F$=‘*" THEN F$=" 6 !PICTURE" 

HP 

2040 

IF f£ £l,2K>* t Pi ,, THEN GRAPHICS O: 


GOTO 

2010 

VH 

2050 

GRAPHICS 24:POKE 559,0 

B J 

2060 

DLIST-PEEK 15603 +256«PEEK 6561) 

HO 

2070 

POKE DLIST+3,70 

OB 

2000 

FOR I-DLIST +6 TO BLISTT196 

OL 

2090 

IF PEEN CII-15 THEN POKE 1,14 

GO 

2100 

IF PEEK< I >-79 THEN POKE 1,70 

WT 

2110 

NEHT I[POKE 559,34 

DF 

2120 

CLOSE OlIOPEN ni,4,e,FS 

¥T 

2130 

U —USft£1536,73 

MV 

2140 

CLOSE HI 

OH 

2150 

START-PEEK£003 *25G«PEEH £093 

AD 

2160 

RETURN 

US 

3080 

COLlS-COLS£1,31 ! COL 2 5 —COLS (16,103 


: C0l3$=C0L£tl9, 213 : C0L4£-C0L5 €7,91 

JH 

3010 

5CR0-1:5CRl=l6 f SCR2^19 f SCR3 = 7 

ZB 

3015 

SETCOLOR 4,8,0;SETC0L0R 0,2,4)SET 


COLOR 1,10,2:SETCOLOR 2,0,2 

US 

3028 

CLOSE Ol 1 OPEN B1,4 , O, "K J * 1 

GZ 

3030 

GET Ol,K 

yv 

3040 

IF K<49 OR N>52 THEN 3506:REM EH I 

LK 

3050 

K-K-4B 

VK 

3060 

ON K GOTO 3100,3200,3300,3400 

ME 

3108 

SCR8-SCR0F3:IF 5CRB>24 THEN SCN 8 - 

AH 

3118 

SETCOLOR 4,ASC CSES CSCR0,SCROJ 7 ,AS 


C CSE£C£CR0#1,5CR0411 3 

wo 

3120 

culj$=colS tscna, scroi -21 : goto 3030 

PM 

3200 

SCR1-SCRi+3 J IF SCR1>24 THEN SCR1 = 

E V 

3210 

SETCOLOR O,ASCtSES CSCR1, SCR133 ,AS 


C tSE^ISCR f+1,SCftl + 13 3 

VH 

3220 

COIZS^COI.S fSCRl, SCR1 + 23 iGOTO 3030 

5U 

3 380 

5CRZ-SCRZ+3:IF 5CR2>34 THEN SCR2= 

LK 

3310 

SETCOLOR 1,ASC CSES CSCR2,SCR23 3 ,AS 



USE 5 ESCR2+1 , SCR 2* 13 3 

AL 

3320 

COLTS 

“COLSESCR2 , SCR2+23 l GOTO 3030 

WC 

34O0 

SCR3- 

SCRJtJTir SCR 3 2 24 THEM SCR 3“ 

SH> 

3410 

SETCOLOR 2,ASC(SES CSCR3,SCR 33 3 , AS 


CISES CSCR3 + 1, SCR31 13 3 

CP 

3420 

C0L4S 

-COf ££SC(f3,SCR3+2> ;GOTtJ 3036 

AL 

3508 

RETURN 

RK 

4000 

GRAPHICS 0!POSITION 6,5 

UE 

40 LB 

? "STAR 1C.10 COLUUR BUMP" 

tc 

4020 

POSITION 10,7 

OB 

4OJ0 

? "fry 

J.FildPS - 198 9" 

AW 

4040 

POSITION 2,9 

MK 

4050 

? '"Use keys 1-4 to cycle through 11 

JO 

4060 

? "the available colours" 

PI 

4070 

* *T 

It 

ou 

4080 

? "Press any nther key to print," 

DN 

4090 

? : ? 

"Initialising wachiire code d 


at a . , 



AE 

4100 

RfcTURN 

JP 

5000 

RESTORE 5100 

i UZ 

5010 

FOR K 

= 1 TO 32 2 : READ A:MC 5 EH,H1 =CH 


RS Cft) 

: NEHT 

H 

A J 

5020 

RETURN 

WO 

5100 

BATA 

184,104,133,62,104,133,61,10 

TU 

5110 

DATA 

133,60, 104 ,133,59,104,133,58 

&B 

5120 

T 

BATA 

104,133,57,104,133,55,104 , 13 

MH 

5130 

BATA 

55,104,133,54,104,133,53,216 

TW 

5140 

DATA 

162,6,1£«,0,169,0,145,63 

UF 

51S8 

BATA 

145,55 * 145,57,145,59,177,61 

EG 

5160 

DATA 

133,63,165,63,41,3,286,9 

ZK 

5178 

BATA 

24,177,53,105,192,145.53,144 

Ofi 

5100 

BATA 

42,165,63,41,2,208,9,24 

FA 

5190 

DATA 

177 ,55,105,192,14 5,56,144,27 

HR 

5200 

BATA 

165,63,41,1,208,9,24,177 

YU 

5218 

DATA 

57,105,192,145,57,144,£2,24 

KO 

5220 

BATA 

177,59,£05,192*145,59,14 4,3 

IF 

5238 

BATA 

24,144,185,165,63,41,12,208 

ZF 

5240 

BATA 

9,24,177,53,185,48 ,145,53 

JK 

525 0 

BATA 

144,43,165,63,41,8,20H* 9 

KL 

5260 

BATA 

24,177,55,105,48,145,55,144 

RT 

5278 

BATA 

28,165,63,41,4,288,9,24 

16 

5280 

BATA 

177,57,105,40,145,57,144,13 

VD 

5298 

DATA 

24,177,59,105,46,145,59,24 

LF 

5300 

BATA 

144,3,24,144,195,165,63,41 

QH 

5310 

DATA 

40,206,9,24,177,53,105,12 

DU 

5320 

BATA 

445,53,144,42,165,63,41,32 

IG 

5330 

DATA 

206,9,24,177,55,185,12,145 

IB 

5340 

BATA 

55,144> 27,165* 63,41,16,208 

VI 

5 350 

DATA 

9,24,177,57,105,12,145,57 

ZY 

5360 

DATA 

£44,12,24,177,59,105,12,145 

UJ 

5378 

BATA 

59,144,3,24,144,196,165,63 

MZ 

5386 

DATA 

41,192,208,9,24,177,53,185 

GR 

5390 

DATA 

3,145,53,144,42,155,63,41 

TM 

5400 

BATA 

£25,200,9,24,177,55,105, 3 

ON 

5410 

BATA 

145,55,144,27*165,63,41,64 

VJ 

5420 

BATA 

208,9,24,177,57,105,3,145 

TC 

5436 

BATA 

57,144,12,24,177,59,105,3 

OC 

5440 

DATA 

4 45,5 9,144,, 3,24, 144, 196,24 

WW 

5450 

DATA 

165,61,105,40,133,61,165,62 

DB 

546A 

BATA 

105, 8* 133,62,230,53,200,2 

01 

5470 

DATA 

230 * 54,230*55,208,2,230,56 

LI 

5488 

DATA 

230,57,200,2,230,58.230,59 

GO 

5490 

BATA 

200,2,238,60,232,224,192,208 

»H 

5500 

BATA 

211,96,0,0,0,0,0,0 
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GRAB YOURSHUNKEKS 



Z e pool in Games look set 
to top the charts once 
more with the latest su¬ 
perb addition to their incredi¬ 
ble budget range - NINJA 
COMMANDO. 

The game is basically an 
arcade adventure, the idea 
being for you to manoeuvre 
the Ninja Commando - master 
of the martial arts - through a 
series of horizontally scrolling 
levels by jumping and running 
across various platforms and 
structures. The Commando 
starts off without any weapons 
and must rely an his omazing 
acrobatic abilities to jump on 
the numerous enemies he 
meets, Later on, with several 

Title: NINJA COMMANDO 

Publisher: Zeppelin Games 
Price: £2.99 on cassette 

Players: 1 

Loading: 15.5 minutes 
Reviewed by Paul Rixon 


successful ‘kills' under his belt 
your character acquires death 
stars, grenades, flame throw¬ 
ers and machine guns. 

Enemy ninjas appear ran¬ 
domly from openings in near¬ 
by buildings but fortunately 
they are ‘non destructive' for 
the first few seconds. If the 
Commando gets caught he 
loses his weapons and must 
resort to the jumping techni¬ 
que before obtaining any 
more. The nasties become 
more of a handful as you go 
through the levels. To begin 
with they move in predictable 
paths and are easily avoided 
but later become more mo¬ 
bile and haTder to out-wit, 
There are eight levels, each 
with a different graphical 
backdrop. Needless to say, 
the scenery is up to the stan¬ 
dard of Zeppelin's previous 
software with the distinctive 
shading found in Droconus 
and Zybex used again to 
goad effect One point that 


deserves a mention is the 
super animation of the Ninja 
Commando. Although rather 
confusingly coloured to blend 
in with the background scen¬ 
ery he is very easy to control 
and can perform some incre¬ 
dible somersaults to jump be¬ 
tween the platforms. Music on 
the title page Is. again, excel¬ 
lent although sound effects 
elsewhere are noticeably 
lacking, this seems to have 
become a trend in Zeppelin's 
recent games and I can't 
work out the reason for it. 

An apparent difference be¬ 
tween Ninja Commando and 


previous Zeppelin Games is 
the somewhat easier starting 
level of difficulty. I was able to 
progress quickly after o cou¬ 
ple of attempts - which Is 
more than I can say for either 
Zybex or Draconus, Of course, 
the game becomes more 
challenging on the higher 
levels and this is just how it 
should be. Finally, you may be 
wondering if the price shown 
below is a mis-print - well, it's 
not! Zeppelin have triumphed 
yet again and deserve your 
support for continuing to show 
the world which S-bit micro is 
best - you know the one! 



j 
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FLY HE TO THE PYRAMDS 


*4 ^ 


'tiUES 1 UftLUE E 




1 C* 

1 LIVES 


A tari's support for the XE 
Games Console con¬ 
tinues with another 
new ROM in the top-priced 
range, DESERT FALCON is a 
sort of Blue Mo* coaptation 
set in the mysterious depths of 
the Egyptian desert, You are 
the Desert Falcon, questing for 
the hidden treasures of long- 
forgotten pharoahs, 

The game uses the diagonal¬ 
ly scrolling graphics technique 
that was made famous by 
Saga's Zaxxon and was later 
used in the classic Blue Max. 
The scrolling In Desert Falcon 
isn't quite as smooth as if 


could be but the overall effect 
is quite pleasant and the 
graphics are enhanced by 
several nice touches. Anima¬ 
tion of the Falcon, for inst¬ 
ance. is excellent and sha¬ 
dows are used to goad effect. 
Sound - although nothing to 
get excited about - is beyond 
major criticism, 

Your dim is to collect the 
Pharoahs' lost treasures - enor¬ 
mous gems, silver eggs and 
gleaming ingots. To pick them 
up you must swoop from the 
sky and hop on top of them - 
not the easiest of manoeuvres 
when you're being attacked 


by waves of angry nasties! 

Yes, you guessed it, the trea¬ 
sures are guarded by swarms 
of fiying - and crawling - 
beasts. Burrowing Ltwes crawl 
cut of the sand and Vultures, 
Warrior Phleas, Scarabs. Flying 
Fish (and even little pink Player 
Missile graphics) attack you 
from the sky Being no ordinary 
Desert Falcon you can ref dil¬ 
ate by firing arrows oy you can 
dodge behind the ancient 
structures to avoid them. At 
the end of each desert trek 
lies a howling Sphinx which 
can only be destroyed by a 
direct hit between the eyes 
Removing the Sphinx gains 
you access to a bonus round 
where the objective is to 
obtain as many treasures os 
possible in the limited time 
allowed, 

By collecting hieroglyphics 
scattered In the send you can 
goin special powers such as 
air bombs, decoys, warps and 
omnicide capabilities (smart- 


bombs to you and me!), Unfor¬ 
tunately, on the higher levels 
you can also pick up super 
problems - but that's ail In a 
day's work for an expert De¬ 
sert Falcon. Four levels of diffi¬ 
culty from Novice to Expert 
are included. 

Feelings of nostalgia surroun¬ 
ded the testing session of De¬ 
sert Falcon. Atari seem to be 
churning out games on RDM 
that have all the feel and 
atmosphere of those early 
ROM classics - not a bad thing 
in itself, but unfortunately 
they've also stuck with that 
equally early habit of overpric¬ 
ing software. If you don't mind 
the expense. Desert Falcon is 
well worth checking out. 


Title: DESERT FALCON 

Publisher: Atari Corp. 

Price: £14.95 ROM 

Players: 1/2 
Control: Joystick 

Reviewed by Paui Rixon 
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XC12 TAPE RECORDER 
PADDLES (PAIR) 

PRO LINE CONTROLLER 
OUICKSHOT II TURbO 
SPEED KING AUTOFIRE 
TAC 5 

DISK NOTCHER 
INPUT/OUTPUT CABLE 


2600 VC5 CARTRIDGES AVAILABLE 
ST SOFTWARE AVAILABLE 


Xl/XE DISKS 


ARKANOFD 
ASTRO DROID 
BLUE MAX 
BOULDER DASH ll 
CONFLICT IN VIETNAM 
FOUR STAR GAMES I 
GUILD OF THIEVES (64K) 
KENNEDY APPROACH 
LANCELOT (64K) 

LIVING DAYLIGHTS 
MINI OFFICE II 
NEW YORK CITY 
NATO COMMANDER 
QUASIMODO 

RED RAT DOUBLE PACK I 

SILENT SERVICE 

SOLO FLIGHT 

SPEED RUN 

SPY VS SPY TRILOGY 

SPYHUNTER 

STAR WARS 

TECHNICOLOUR DREAM 

TIME & MAGIC (64K) 

TOUCHDOWN FOOTBALL 
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1f A classic in thu making” 

£17.95 

Disk available from 
30/11/89 

Two cassette version available 
December - 0,95 each 


INSTANT PLAY 

XL/XE ROM 

CARTRIDGES 

ARC HON 

14.95 

BALLBLAZER 

14.95 

battlezgne 

14.95 

BLUE MAX 

14.95 

DESERT FALCON 

14.95 

DONKEY KONG 

12.95 

DONKEY KONG JNft 

12.95 

DREADNAUCHT FACTOR 

9,95 

EASTERN FRONT 1941 

9.95 

FOOD FIGHT 

14.95 

H-E.R.O. 

9.9S 

JOUST 

12.95 

KABOOM! 

9.95 

MINER 2049er 

9.95 

MISSILE COMMAND 

9.95 

MS PACMAN 

12.95 

MOON PATROL 

12.95 

MUSIC COMPOSER 

19.95 

PACMAN 

12.95 

PITFALL 

9.95 

PITFALL El 

9.95 > 

POLE POSITION 

12,95 

RALLY SPEEDWAY 

9,95 

REALSPORTS AMERICAN 

football 

12.95 

RESCUE ON FRACTULAS 

14.95 

RIVER RAID 

9.95 

SPACE SHUTTLE 

9.95 

TENNIS 

9.95 



XL/XE CASSETTES 



ACE OF ACES <HK| 

1M 

US VEGAS CASINO 

2.% 


BLACK LAMP 

7.95 

LITTLE DEVIL 

2.96 


COSMIC PIRATE 

2,95 

NINJA COMMANDO 

295 


Crack up 

1 95 

NUCLEUS 

295 


DAWN RAIDER 

195 

PERISCOPE UP 

1.95 


DOMAIN OF UNDEAD 

2.95 

POGQTRON 

295 


DRAC0NUS1WK) 

8 95 

PRO MOUNTAIN BIKE SIM 

2,95 


EARTHQUAKE 

2.95 

SCREAMING WINGS 

2.95 


ENCOUNTER 

2.95- 

SHOOT EM UPS 464KI 

6,95 


ESCAPE FROM TRAAM 

296 

SLINGSHOT 

2.95 


FOOTBALL MANAGER 

2.95 

SOLD FLIGHT 

8.95 


GAUNTLET |MK| 

2.95 

SPEED ACE 

2.95 


GHQSTBU5TERS 

295 

star wars 

8-95 


GRAND PfifX SIMULATOR 

2.95 

SPY VS SPY TRILOGY 

8-95 


GREEN BERET 

2.95 

SUPERMAN 

2-95 


GUN FI OUTER 

1.95 

TECHNICOLOUR DREAM 

8.95 


hardball 

2,95 

TIGER ATTACK 

7.% 


JDCKY WILSON'S DARTS 

2,95 

TIME 8. M A ft IK IBM) 

12.96 


K, DALGLISH SOCCER 

8,95 

TURF FORM 

2.95 


LANCELOT IMK) 

12 95 

ZYBEX 

2.96 




























C osmic pirate ts the 

first release in what 
will hopefully be a 
long line of budget games 
from Byte Back, It's a shoot 
'em up but borders on being 
an adventure by virtue of the 
lack of meaningful instructions 
supplied with the package. 
The less determined player 
might throw the game away 
In frustration! 

Why is there an options 
menu? Why doesn't 'launch.' 
have any effect? What ore 
the simulators for? What's all 
this about pirates and credits 
and space trucks? Eventually, 
after several attempts, some 


Title: COSMIC PIRATE 

Publisher: Byte Back 
Price: £2,99 cassette 

Players: 1 

Loading: 15,5 minutes 
Reviewed by Paul Rixon 


of the pieces fall into place. It 
seems that you are a Space 
Pirate who makes his living 
flying through the Galaxy and 
plundering 'space trucks' far 
their cargoes. In each sector 
of the galaxy you must fight 
off a variety of aliens to earn 
credits, The credits may be 
used to pay for weapons, 
launch tax, toll tax (no, not 
poll tax!), and the price of mis¬ 
sions. You'd hardly expect a 
Pirate to settle all his taxes but 
this Cosmic Pirate doesn't get 
a choice! The toll must be 
paid to gain access to a map 
screen showing the relative 
positions of space trucks and 
your own ship. A pleasant 
piece of music - in contrast to 
the bulk of the sonlcs else¬ 
where - plays whiie you de¬ 
cide which sector to move 
into. The general idea is to get 
closer and closer to a truck 
and hence the awaiting pile 
of loot. 


The shoot 'em up is 8-way 
scrolling and the aliens came 
In a variety of forms. You are 
encouraged to conserve 
ammunition as your ’accura¬ 
cy' rating is adjusted every 
time you hit the trigger. In¬ 
deed, before you can even 
embark on a mission you must 
practice using the battle si mu 
lator to bring your rating up to 
on acceptable level! Further 
options from the title screen 
allow you to seiect particular 
missions, view your current sta¬ 
tus, kit out the ship ond load or 
save previous games to tape. 
Graphics are a bit fuzzy In 


places but fo r the most part 
are acceptable, 

! hope Byte Bock will provide 
some decent instructions with 
their forthcoming software as 
the lack of useful information 
supplied with Cosmic Pirate 
does greet damage to its 
playability, Perseverance re¬ 
veals on interesting shoot 'em 
up variety and no doubt some 
surprises that l J ve yet to dis¬ 
cover. This game has been 
converted from the ST so if you 
know an ST owner with Cosmic 
Pirate you might be able tc 
get some more clues on how 
to play, 


i 

i 



A REAL CUSTARD 


T he game begins, 

'Once upon a time 
there was a fellow cal¬ 
led Charley. More than any¬ 
thing, Charley loved to eat, So 
when, he went to the carnival 
one hot summers day, he 
headed straight for the food 
fight contest...' 

FOOD FIGHT, is described by 
Atari as 'every school kid's 
dream come true'. They don't 
indicate the intended age 
group in ony other way, but to 
my mind it's definitely aimed 
at the younger player. It's 
actually one of the simplest 


games I've seen for Quite 
some time and it brought 
back memories of those primi¬ 
tive arcade conversions of the 
early 1960 s, 

All the action takes place on 
a largely blank screen with an 
overhead viewpoint, not un¬ 
like the old hit Robot ran 2084. 
At the beginning of each 
level, Charley is positioned on 
the fight hand side of the 
screen, To the left of the char¬ 
acter is a large, beckoning ice 
cream cone and between the 
two there are piles of food, 
dangerous manholes and sev¬ 


eral unfriendly chefs! 

Charley has thirty-two 
seconds to reach the cone 
before it melts - avoiding, of 
course, the chefs and man¬ 
holes. In defence, he can 
grab the leftover food and 
throw it at the chefs for a short 
reprieve, Points are awarded 
far chefs walloped, cones 
consumed and leftovers lef¬ 
tover (groan!), Depending on 
the level. Charley may have 
three to fifteen lives in hand. 
Bonus lives are earned at inter 
vals of a hundred thousand 
points. All this may sound like a 
pretty easy challenge, and to 
be honest, it is ■ but full playing 
hints are included on Atari's 
customary instruction pam¬ 
phlet anyway! Visual and 
sonic effects are baste 
although there are a few 
good touches - such as the 
dozed expression on Charley's 
face when he's clobbered by 
a chef! 


Atari's output of S-bJt games 
has been quite prolific recent¬ 
ly and much of this has been 
high quality stuff. Sadly, Food 
Fight isn't up to the same stan¬ 
dard, Not only this, but I'm sur¬ 
prised and disappointed that 
they've released the title os 
an expensive ROM cartridge. I 
see no justification for the cost 
of this game when Atari ore 
selling excellent cassettes such 
as Black Lamp ond Sling Shot 
for considerably less. Atari 
may be able to get away with 
a fifteen pound price tag for 
the likes of Rescue on Fracta¬ 
ls or Ba lib laze r but I doubt 
whether Food Fight will earn 
them any respect at all, 
-- 

Title: FOOD FIGHT 

Publisher: Atari Corp. 

Price: £14.96 ROM 

Players: 1/2 
Control; Joystick 

Reviewed by Paul Rixon 
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eeling creative? If so. 
Amethyst could hove 
just the thing you need! 
Although it's been on sole for 
some time PAINTBOARD, unlike 
many arcade garner is one of 
those programs that will not 
date. 

it's a drawing program 
which, despite being the pro¬ 
duce of a small Independent 
software publisher, contains a 
wide range of powerful fea¬ 
tures. There are no printed in¬ 
structions supplied with the 
package but the program it¬ 
self has a fairly comprehensive 
in-built help facility, Most func¬ 
tions can be carried out by o 
single key press. You can cre- 

— 

Title: PAINTBOARD 

Publisher: Amethyst Software 
Price: £6.99 cassette 

Loading: 9.5 minutes 

Control; 

Reviewed by Paul Rixon 


ate your artwork using a joys¬ 
tick, a frak-bali (with true 1 TB' 
mode) or even a standard ST 
mouse. There are two full¬ 
screen drawing areas so you 
can duplicate your master¬ 
piece In memory before 
attempting any drastic altera¬ 
tions - a convenient safe¬ 
guard. You could also use the 
second area to keep a library 
of commonly used shapes or 
symbols, and copy them 
□cross when required. 

Most of the commands are 
familiar ones - box. circle, line, 
mirror, two-stage zoom are just 
a few of those included, You 
can also add text to your pic¬ 
ture. move pieces around the 
screen, flip sections upside- 
down and even switch on the 
cassette drive for musical in¬ 
spiration from your favourite 
audio tape! The program 
makes use of DLLs (like 
Graphics Art Department) so 
that any one 'pen' can have 
a different colour at each ver 


tical screen position. 128 col¬ 
ours are possible, although 
others can be formed by mix¬ 
ing the existing shades. A vari¬ 
ety of different brush sizes and 
speeds are provided plus an 
Airbrush effect for thot artistic 
'spray can r look! 

Paintboard is supplied, as oil 
of Amethyst's software, on a 
TDK D60 cassette. Side one of 
the tape contains the master 
machine code program fol¬ 
lowed by several demohsfra 
tion pictures. On the reverse 
side there's a collection of util 
ity routines written in Basic 
which can be adapted for use 


in your own programs. One 
such routine converts files be¬ 
tween Paintboard and con¬ 
ventional formats and another 
allows you to dump pictures in 
colour to an Atari 1020 plotter 

- the results ore good for those 
prepared to wait literally hours 
for this process to complete! 

Overall, I'm Impressed by the 
depth and quality of Paint¬ 
board. My only criticism is that 
it doesn't support a disk drive 

- perhaps a worthwhile enhan¬ 
cement for the future? For all 
those cassette based owners, 
this has to be a 'best buy' for 
Christmas '89, 
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did big boy . ust run? 


T wo separate but re¬ 
lated programs from 
budget software spe¬ 
cialists Blue Ribbon designed 
to help you make ’badsa- 
money' - TURF-FORM is o horse 
racing forecaster for UK Flat 
and National Hunt races and 
SYSTEM-8 is a Football Pools 
predictor covering the four En¬ 
glish and three Scottish foot 
ball divisions. 

Of the two releases, TURF- 
FORM is the most straightfor¬ 
ward. it comprises, quite liter¬ 
ally, of six questions which you 
are required to answer by 
obtaining the relevant infor¬ 


mation from a newspaper. 
After selecting a racecourse 
and naming the participating 
horses you must supply detoils 
of each horse's last race - the 
location, prize money, dis¬ 
tance, weight, placing and 
time elapsed since, The prog¬ 
ram then uses its 'highly de¬ 
veloped and accurate predic 
tion routine' to place the run¬ 
ners in descending order of 
their likelihood to win, Fitness 
and speed ratings are also 
given, If the fitness rating is 
’very good' or ’excellent' and 
the speed rating greater than 
the fixed figure for the course 


then the horse concerned can 
be considered to have a 
good chance of winning. 
That's basically all there is to it 
- apart from a colourful draw¬ 
ing of a horse displayed offer 
the loading sequence. Defi¬ 
nitely the graphical highlight 
of the package! 

Mo such gimmicks in SYSTEM 
8. When you boot up the 
program you are prompted to 
insert a cassette containing a 
database of post results. 
Obviously you won't have cre¬ 
ated this until after the Initial 
run so a ’dummy' set of data 
is included after the main 
code to get you started. From 
the subsequent menu screen 
you can initialise the leagues, 
input past results into the 
database, save the dote to 
cassette, create match lists 
and Instruct the computer to 
moke selections. These can be 
directed to the screen or an 
Epson compatible printer in 
either list or tabular form - for 


direct copying to the Pools 
coupon. The selection process 
uses post performance to pre¬ 
dict future results, so at least 
four weeks of previous match 
data must be entered before 
any level of accuracy con be 
expected, 

Like Turf-Form, System 8 is a 
relatively simple program 
which carries out its duty in an 
unavoidably unspectacular 
fashion, Both packages carry 
the necessary warning that 
Blue Ribbon don't guarantee 
any financial gain through the 
use of their software but hope 
you will gain some amuse¬ 
ment by experimenting. My 
advice is to have a go at writ¬ 
ing your own program first! 


■ 


Title: TURF-FORM/SYSTEM & 

Publisher: Slue Ribbon 
Price: £2,99 each cassette 

Loading: 7 mins/3.S mins 
Control: Keyboard 

Be viewed by Paul Rixon 
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NO MATCH 


M ASTERCHESS isn't a 

new release but it de¬ 
serves a mention 
nonetheless, if only because 
it's one of the few software 
releases 1‘ve ever seen with a 
completely accurate descrip¬ 
tion printed on the packaging! 
Mastertronic summarise the 
game as a "no frills chess play¬ 
ing program' and, indeed, 
that's exactly what It is! 
According to Mastertronic, 
the possibility of a 3-D display 
was investigated at the time 
of development, but later dis¬ 
carded tor reasons of memory 
consumption. Instead, the 
graphics ore in a more tradi¬ 
tional overhead perspective 


Title; MASTERCHESS 

Publisher: Mastertronic 
Price; Sl.W on cassette 

Players: 1 

Control: Keyboard only 
Reviewed by Paul Rixon 


FOR BORIS 

and, whilst this is anything but 
spectacular. It is also reason¬ 
ably clear and not too wear¬ 
ing on the eyes, Shame about 
the sound though - on irritating 
beep every time a piece is 
moved! 

There aren't any levels as 
such but the difficulty factor 
can be adjusted by specifying 
the allowed Quota of compu¬ 
ter "thinking time'. This can be 
set at almost any whole num¬ 
ber, although realistically you 
hove got to seek a comprom¬ 
ise between the skill of the 
computer and the length of Its 
response time, if you get fiied 
of waiting you can interrupt 
the computer's thinking and 
force it to play its best move 
at that time, You can also tog¬ 
gle a display of the captured 
pieces on and off as you waif. 
Standard algebraic notation 
is used throughout for entering 
moves. Although I' d would 
prefer a ' user-friendly' joystick 
option, the keyboard method 


doesn't take too much getting 
used to.. All of the usual chess 
moves are implemented, in¬ 
cluding castling and en pas¬ 
sant. Set-up mode enables the 
simple construction of any 
board layout - useful for salv¬ 
ing those 'white to mate in 
two" type problems, Unfortun¬ 
ately. the program doesn't 
check to see whether your 
set-up is entirely sensible, so If 
you decide to resume a gome 
with five kings on the board 
and no opposition, the com¬ 
puter simply locks up in a state 
of confusion! Reset can be 
used to escape on such occa¬ 


sions. The remaining options 
□How you to load and save 
game positions - a necessity in 
a game of this nature - and to 
view an instant match replay. 
There's not really a lot more I 
can say about Masterchess, 
except that it works and that 
It's well worth checking out. 
You wouldn't expect to find 
the advanced features of Col¬ 
ossus or Chessmaster at this 
price and you don't get them 
but you do get a highly play¬ 
able. straightforward chess 
game. What's more, you may 
even be able to beet It too! 



TREKKING ACROSS THE USA 


N othing new has ar¬ 
rived from the Silver- 
bird stable recently 
but it presents an opportunity 
to took back at o previous re¬ 
lease which might otherwise 
have gone unnoticed. Re¬ 
member The Great American 
Cross Country Road Race, tirat 
reviewed in PAGE 6 issue 21 ? 
Did you know that you can 
now pick It up for under two 
pounds, thanks to Slkverbird? 
Unlike Its more aged rivals, the 
AMERICAN ROAD RACE is not 
based around a track but, as 
the name suggests, involves a 
dash across the states of 


America, From the start 
you've a choice of four diffe¬ 
rent routes, from a straightfor¬ 
ward run from West to East to 
a more time consuming round 
trip through all the major cities, 
A map is displayed so you can 
select the mast appropriate 
route, bearing in mind the 
weather and road conditions 
and the time of day. 

The screen view Is pretty simi¬ 
lar to the much quoted Pale 
Position, although buildings on 
the horizon - which change to 
reflect the particular locations 
- and general scenery in the 
background gives Road Race 


a clear edge over its prede¬ 
cessors. Not quite so remark¬ 
able is the definition of the 
many vehicles involved, 
although, as you attempt to 
weave past other motorists of 
up to 240 miles an hour, the 
paintwork of your motor will 
hardly seem important! Listen 
out for the Police siren and be 
ready to take evasive action 
or you may be detained for 
reckless driving! You should 
also keep o watchful eye on 
the fuel gauge as you'll need 
to stop for a fill-up at frequent 
Intervals in the roce. 

The driving controls are more 
advanced than in previous 
race games - you not only 
have steering and brakes to 
contend with but four gear 
selections as well! Forget to 
watch the revs closely and 
you may end up 'pushing' 
your car to the nearest gar¬ 
age! It's also important not to 
let that huge excess of power 
get the better of you as any 


contact with other vehicles is 
bound to cause considerable 
delay, There are plenty of dials 
on the dash to keep you 
occupied and varying pat¬ 
terns of traffic ensure that 
you'll never hit a dull moment 
as you race for a slot in the 
Nghscore table. There are 
many more features fa the 
game than I could possibly 
describe here, but all are ade¬ 
quately explained in an In¬ 
struction sheet included. 
American Road Race is, with¬ 
out doubt, one of the all-time 
greats of Atari programs and 
due credit rnust go to Silver- 
bird for bringing it bock to the 
market at an almost giveaway 
price. Don't hesitate - buy it! 


Title: AMERICAN ROAD RACE 

Puolisher: Sliverbird 
Price: £1,99 on cassette 

Players: 1 
Control; Joystick 

Reviewed by Pout Rixon 
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STARS 

by Edward Brooksbank 


This small program creates a three speed, hill screen starfield 
using only one sprite unci runs in the display list interrupt, fust 
type in the program,. SAVE a copy and then RUN it, A counter 
will appear and when it reaches zero your screen will turn into a 
starfield, 

Here's what each line does 

Line 1 - PGKTs the machine code for the DL1 (Display List 
Interrupt) into page 6 of memory 
Line 2 - contains the DATA for the DLI 

Line J - sets up the sprite information and has the remainder of 
the DATA statements 

Line 4 - POKEs data for the actual stars into memory, along with 

random horizontal values for each star 

Line 5 - activates the Starfield by turning on the DLI 


ex i hem rnmHHmj ii m t uimmit i mmmunrnr ii rmm jj 

FV 2 REM St STARS S 

BT 3 REM « A MEM ATARI tI5F« QUICKIE U 
IF 4 &EM « by Edward Broak£b4s?k U 

fb 5 rem i iii i i i t i t t nmrfmMMiriHriun i iii i n i niLtmjtm tti 

FG 10 7 CHR5E1253 :PGKE 71«,0:FOft A = 1536 T 
0 153&4 33 : READ 0;POKE ft * 0 : MEKT A ! POKE 
512,6:POKE 513,6:POKE 53256,« 

OB 11 DAT A 72,162,216*187,6,125,56,253.8, 
130*157,8,129,141,10,212,141,0,200,42, 
41,240,9,15,141, IB* ZDS„2 02,224 
UD 12 POKE 54279,12&fPOKE 53277,3:POKE 55 
9,62!POKE 623*1!D-PEEK(5663+2S&*PFEK *5 
613[POKE 752,1;DATA 0,266,227,104,64 
UO 13 POKE D,143iFOR A-3276B TO 33023;P0K 
E A+756,PEEKC53770);POKE A+512,IKTCRND 
103*33H[POKE 0+1024,1 
t>V 14 ? “t*"j33B23-A;*’ " ! MEXT A i FOR A - 7B8 

TO 7123 POKE A,0;MEXT AiPOKE 53774,0 IP 
OKE 54205,172 


Would you like to see more ffte-Hners that you con type fit qufctty and cosily for some spectacular effects? We would, oat at 
we inherited a fof of five fitters from Atari User almost all were very, very basic and of limited interest so, if we are to resurrect 
the five-liner, we wilt hove to change the rules. 

firstly we wifi change the concept to QUICKIES* and extend the size of the programs fa a maximum of TEN LINE% 

wanth Secondly, the programs must contain MACHINE CODE routines, unless you can do something brilliant in BASIC. 

the listing must be documented as in this issue's listing , We are mainly interested in oraphks or sound demos 
programs should be submitted cm disk with return postage if you want the dtsJfc baeJc 
We wm pay £10 for each program pabfished so send In your QUICKIES to JVEW4T4KI 



CALLISTO COMPUTERS 

DEPT A2, PO BOX 233. SHEFFIELD, SB 4AZ TEL: (0742) 326533 

SOFTTfifAflC O/SCOLZ/VT 


ATARI SOO'XL.'XE 


FtOM GAFtTFttDGES 

£7-50 eacf* 

PesioAers Pencil, De¬ 
fender, Dreadnaught, Galatians, 
.Joust, Missile Command, Miner 
2049 er. Moon Palrol, Mr Cool, 
Pacmiin, Pitfall, Polo Position, 


Freaky Factory ........ 2.95 

Fruit Math I no Sim .. 2.95 

Gauntlet .. 195 

Ghostbu stars ..- 2.95 

Grand Ptix $kin .. 2.96 

Green Beret .. 2.95 

Grid runner . 1.95 

Gunlaw .................... 1.95 

Fpeibail Manager .. 2.95 

Hacker .^. 


4.75 


6.95 


Rally Speedway, River Raid, Star 
Raiders. Tennis, US Football 

narooeii ... 

Henry's House . 

Mover Boyer . 

Intern. Karate . 

1.95 

1.95 

5.95 

GAMES 

Cass 

Sisk 

Jocky Wilson Dart .. 
Joe Blade ... 

2.90 

4.50 

180 .~. 

2.95 


1.95 


Airwoif .... 

1-95 


Kenny Dalglish ........ 

Las Vegas Casino .. 
Leaderboard .. 

3.50 

11.50 

Astrodroid .. 

fi.95 

2.9$ 

4 50 

Aztec ... 


6-95 


11.75 

Bal (blazer .. 

8.50 

9.95 

Little Devil 

2-95 

4 50 

aleck Lamp . 

BMX Simulator . 

7.75 


Living Daylights ...... 

2.95 


5.95 


Lone Raider ... 

3.50 


Bouicterda&h ......... 

2.95 


Mediator . 


5.00 

Boulderdash 11 . 

5.95 


Mird.* Forte .. 

2.95 

4.50 

Chuckle Egg ... 

CoMosbus Chess .... 

2.95 


Mr Dig . 

1.95 


8.75 


Mr Robot .... 

4,50 

6,95 

Coimie Pirate . 

2.95 


Mitemares ... 


6 95 

Crack up ... 

Cops n' Robbers .... 

1.95 


Ninja Commando .... 

2,95 

4.50 

1.95 


orbs pi Zsrrtnw . 
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Dawn Raider .. 

1.95 


Panther . 

1.95 


Day at the Races .... 


6.50 

Periscope up 

1 95 

IVII 

Daylight Robbery .... 

1,95 


Phantom .. 

2.95 

4.50 

Domain of Undead .. 

2.95 


Poeotron .. 

Pole Position .. 

Red Max .. 

2.95 


□raccmus .. 

6.95 

9,95 

4 50 

2.95 

4.95 

Druid" .. 


5.95 

Rescue on Fra dal us 

6.99 

Encounter . 

2. 95 


Revenge ll ... 

Robot Knights . 

2.95 


Escape from Doom 


4.50 


605 

Fori Apolocoslpyse .. 


4,50 

Rockford .... . 

Rosen's Brigade ....„ 

1.95 

550 

5 50 


S. Davis Snooker .... 1.95 

sea Bandit ................ 3.75 3.75 

Screaming Wings .... 2.90 4.75 

Shanghai .. .... 5.50 

Sol of fight . 9.50 8,7& 

Speed Ace .. 2.95 4.50 

Speedzone .. 2.95 

Spy Hunter .. .... 4.50 

Star Wars .. 9.95 10 95 

Sun Star .................... .... 4.50 

Tall ol Bela .. 3,95 4,95 

Tiger Attack .. .- 7.75 

Twiliohl World .. 2,95 

War Copter . 3.75 6.05 

Wizzard of Wor . 5.95 

Zaxxon ......._....... 4.95 4.05 

Zybex .. 2,95 4.50 

WAR GAMES Cass Disk 

Con. Vietnam .. .... S.75 

Crusade in Europe- .. .... 9.50 

Eastern Front .. 2,95 

Knights of Desert .... 6.75 

NATO Commander .. 9.50 

A D VENTURES Cass Disk 

Apshai Trilogy .. .... 5.95 

Gnome Ranger . 8.75 5.75 

Gulden Baton 1.95 

Ingrid's Back . 12.75 12.75 

Lapis Philoah.. 5.95 

Scapeghosl .. 12.7$ 12.75 

Spellbound .. 2.95 

Time A Maglck 15.75 

Wax Works .1.95 

NEWS STATION 23.SO 

Desktop Pl h ishinp System jdisk only) with 
FREE ah program and lonl editor 


NOW-GAME SOFTWARE Cass Disk 

ACE C Language .... __ 5.95 

Alartwrtler Plus ...... .... 17.50 

Fig Forth .. 2.9$ 

Graph It .. 4.50 

Print shop . .... 1T.95 

System S Pools ...... 2.95 

Touch Typing 4.75 

Turbo Basic ............ .... 3.75 

Turf Form . 2.95 

Vi scale .. .... 17.95 

BASiG CGMRtLER f f. 75 

(Disk only 1 - Converts BASIC programs to high 
speedmachlrte rode. With FREE chi,* utility 
pack 


ATARI $T SOFTWARE 
at bargain prices 


Addieinhaii .... .. .... 5.99 

Alien Syndrome ................ 0.99 

American Pool . 5-99 

Black Lamp 5.99 

Corruption .. 5.99 

Football Manager .............. 3.99 

Ice Hockey .. 5.99 

Karate ST . 5.99 

Lbs Vegas .. 5-99 

Master so and Sampler . 26.00 

Marble Madness ................ 3.99 

Music Construction .. 3.99 

Screaming Wings ..... U.gg 

SkyfDX i . 3.99 

Soldier Of Light . 8.99 

Starouake .. 5.99 

Thai Boxing .. 5-99 

Thunder Wing .. 4,99 

War Blaster .. 5.99 


E3 


Can’t find what you want? Then send for out free catalogue of Atari software 
A(l Atari 8-bit orders include free membership of the Cadisto Computer Club 



AH prices include VAT, postage and packaging for UK orders over £4.00, Please add 4Dp for orders under £4 
EEC countries add £1 per order. Non-EEC countries add £1 for first item and 75p for each additional item 

Make out cheques and postal orders to Callisto 
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TUTORIAL SUBROUTINES 


SCREEN 

EDITOR 


Having problems with your 
listings? Ian Finlayson gives 
some tips for easier typing 
and debugging 


T his time I am not actually going to produce any useful 

subroutines, but I hope the tutorial will be useful anyhow 
as there Ls little documentation around to help the begin- 
ner find quick ways of doing some often simple tasks. The screen 
editor of the Atari 8 bit computers is quite a powerful tool and 
can be used to facilitate some of these tasks, it has capabilities 
that users of office PCs don J t have in iheir MSDOS environment. 
"What is a screen editor?* you may ask, It is the interaction of 
keyboard arid screen display, You are using it when you type in 
p Basic program, for instance, l will assume you are famikiar 
with the fundamental controls which move the cursor, insert and 
delete lines and characters and dear the screen as these are 
included in the very meagre handbook that comes with the Atari 
computers, and going on from these will try to show you some 
useful short Cuts. 

MULTIPLE LINES 


In many programs there are quite a few lines which almost 
repeat each other. It seems pretty tedious to have to type them 
again and again and there is an easier way. Try this example, 

a. Type one line as follows: 

10 REM *•* THIS IS LINE 1 

b. Now hit [RETURN] then move the cursor with the CON¬ 
TROL key and f up arrow till it is over the 1 of "10% type 2 over 
the i then move the cursor right till it is over the 1 of "LINE 1" 
and overtype this with a 2 as well. 

c. Hit [RETURN] again, It appears that we have replaced the 
line 1 we first typed with one that reads: 

BO REM *** THIS IS LINE 2 

* d. Type LIST and hit [RETURN], and you will see that the 
original Line 10 has not been deleted. 

e. Repeat b to generate lines 30,40,50 and 60, then clear the 
screen ([CONTROLl+[CLEAR)J and LIST again to display the 
lines. 

This process works even when the lines that are repeated are not 
immediately one behind the other. If you get to a line anywhere 
In a program listing that is dose to one that has already been 
typed, just bring the previous occurrence back onto the screen by 
LIST (linenumber), then edit it in the same way as the example 
above. One word of caution, do not forget to change the line 
number as wdl as making any changes to the text within the 
line, otherwise you will find that you have changed the original 
line instead of generating a new one - it may sound stupid but it 
is quite easy to"make this error, particularly when generating a 
whole lot of lines which are very similar. 


The technique of overtyping one line to generate another is 
particularly useful in generating screen layouts, Take care in 
laying out the first line that is to be displayed, and then use this 
method to ensure that all subsequent lines are spaced the same 
way, 

SELECTING SPECIFIC LINES 


If you wish to pick up specific parts of one program for use in 
another this con be done by USTing the lines to tape or to a 
disk file and then ENTEitlng them back Into the new applica¬ 
tion. This is satisfactory if all the lines you require are in one 
block, but is more tedious if you want to pick up several lines, 
which are not together. The screen editor can help here as well, 
as long as the lines you require can all be displayed together on 
one screen. Follow this example: 

o. Clear the screen and then LIST the previous example (lines 
10 to 60). 

b. Type NEW [RETURN] and then LIST [RETURN] to show the 
program lines have all been deleted from memory. 

c. Now move the cursor up to line 10 and hit [RETURN], then 
move the cursor to line 30, hit [RET URN], and line 50 
[RETURN], 

d. Clear the screen and LIST. You will see that the lines on 
which we hit return have been captured that is 10,30 and 50 
while those which were merely cursored over have remained 
deleted. 


direct mode 

The editor can also be used effectively in direct mode. For 
example if you wish to load a file from disk and save it to 
another disk fust type in direct mode: 

LOAD DlETLENAMB IXT" 

When the file is loaded, swap the disk over, move the screen 
cursor up and overtype LOAD with SAVE and save the file to the 
new disk with the same file name, 

If you are a disk user you can even use this technique when in 
DOS. Perhaps you have typed L to load a binary file followed by 
FILENAME.EXT and you get ERROR 170 (File not found). It is 
likely that you have lyped in the name wrong so cursor up to the 
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L and hit [RETURN] then move the cursor and overtype any 
corrections to the file name. Hit [RETURN] again and your file 
will Load - as long as the spelling is now correct and the file Ls on 
the tJis-kL This can be quicker and easier than typing the whole 
filename again r 


DEBUGGING 


Now to diversify a little. Whether you write your own programs 
or just type in the programs that are given In magazines some 
means of finding bugs when the program does not run will be 
useful. There ore some utilities available which allow you to 
trace through a program and follow the progress of all the 
variables, but here is an alternative that will allow you to home 
In on those parts of programs which cause errors or anomalies. 
Despite what I said in the opening paragraph of this article 3 will 
use a very short subroutine. 

If you look at the listing the first line (100) is merely them to 
point to the subroutine. This line must be renumbered to go into 
your program a few lines before the place where the problem 
seems to be occurring. Choose a line number in between the line 
numbers of the program so that the program itself is not in¬ 
advertantly changed. 

The subroutine at line 32000 simply dears the screen using a 
Graphics 0 command, and then prints out the program vari¬ 
ables, You will have lo change the A,B,C and A$,B$,C$ and 
insert all the relevant Important variables in the program you 
wish to debug. Once the variables are printed the STOP com¬ 
mand is encountered,, which prevents the program running on 
before the values of the variables have been studied. 

So when you RUN the program it will jump from line 100 (or 
whatever you have renumbered it) to the subroutine which 
displays the current value of all the variables, A dose compari¬ 
son of the variable values against the expected values will 
usually give u clue as to what is going wrong. 

If nothing seems to be wrong, move the exit point (the original 
line 100) to another position a bit further through the program. 
This can be done by listing the line, overtyping the line number 
and then deleting the old line number, thus using the screen 
editor to help with your debugging!! (You were wondering what 
all this talk about debugging had to do with the screen editor, 
weren't you?). Once you find the offending line it can be amen¬ 
ded in a similar way. 

In some simple programs it is possible to go on from the point at 
which the program stops by typing CO NT [RETURN], but usually 
the GR.Q call will disrupt the program flow to an extent that 
means you have to RUN again from the beginning, 

TAPE DATABASE UPDATE 


Now a totally different subject, back to the database of the last 
four tutorials. Thank you for the many letters that you have sent. 
I hope that I will have replied to all who have sent return 
stamped envelopes with their queries by the time this is pub¬ 
lished, and I apologise that some of you have had to wait a 
while for replies. Only one correspondent found the mistake in 
the last listing - look at line 3026 - the GOTO linenumber (3005) 
is nonexistent. It should be 3020! 

Quite a few of you have had the program crash in the sort 
subroutine. In most cases this has been because you have tried to 
sort zero or one record! If there are two or more records in 
memory it works QK, To stop the problem here is a crash 
proofing fix, change Line 3000 to read as shown in the inset. This 
will prevent the program from trying to do a sort if there are less 
than two records. 



Above - ffre subroutine to help with debugging 
your programs 


EI 1 HEW W H KMMMMMHKH H KX H H HM WHyM HH HKWyX H X 


HP 2 REM * TUTORIAL SUBROUTINES * 
BI 3 REM * ADDRESS BOOK AMENDMENTS * 
IS 4 REM * btf * 
ML 5 REM * Ian Finlayson * 
ED 6 REM *-M 


UF 7 REM W NEW ATARI USER - Decembers? * 
EP B REM MMMMM M KMMMHMK i C M MMmCKMMl iM KKWMMM W 

NO ? REM 

ED 3000 N-LEN(DATS)Z1I5J IF N>i THEN 3003 
OU 3001 ? ”Wt++CAN HOT SORT LESS THAN TWO 
RECORDS"!? "444PRESS A KEY TO CQNTINU 


VI 3002 Ci0 SUB KEYPRESS : RETURN 
HY 30OJ ? J ? " 

PQ 30Z& GOTO 3020 


SORl MENU 


Ameirdmeirfs to the cassette database 


Well, tliQt J s it for this time - keep those letters coming. I would 
be pleased to hear from you concerning the Tutorial articles and. 
any problems you have with Basic programming. Please don't 
ask me to help with assembler and machine code, it is a waste of 
your letter and stamp! 

My address is: Ian Finlayson, 

60 Rounds tone Crescent, East Preston , 

West Sussex, BN16 1DQ 
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XL/XE TYPE-IN 



EDUCATIONAL FUN 
FOR YOUNGSTERS 


P icmatics is an educational program 

aimed at young computer users or older 
ones who like the challenge of numbers, 
The program presents three levels of diffi¬ 
culty on each of the main four mathematical disci¬ 
plines, addition, subtraction, multiplication and di¬ 
vision, If you answer a question correctly a little bit 
of the picm grows, while a wrong answer means 
that the Atari's picture grows. The aim is to try and 
finish your picture before the computer. The prog¬ 
ram uses 2 pictures - a boat and a robot - which arc 
generated randomly. These are drawn on a mode 7 
screen and each takes 12-14 turns to complete. 
That's all there is to Picmatics but it should prove 
both entertaining and educational to your children. 



by Ann O'Driscoll 


JC 

SR 

MI 

EC 

UE 

EG 




REM H mtHMKHWHN HI 
REM * PICTURE HATH 1 ) 

REM * by 

REM * Ann 0*ttriSCi»il 

REM » - --- 


imnmMJt 


* 

* 

* 


REM * MEW ATARI USER - D*<<*Mber89 * 
REM MMKHMHMKMMMMM I f l f l tKJC Nl lK lI Hl I HHHHM M rt 

Hit 0 REM _ _ 

CM 49 REM pLi aMiT^TT ■ I I Ml I MI H'-M 
5H SB DIM , AS tlB) ,PS*BLS (Ml , 5 

*CNSC6> ,G$C6» iflL$£Il=" 11 i Bl_$ £39) - 11 M S* 
LSC23 =BLS : G5 = "Ht;LL0 «iB$-"THE ATARI 11 
fitt 66 A9K-30llSllRK = 35*iniGHT = 40a'SMROHG=45B 
iPIC=S00!GRAPHICS 0 SPOKE 70Z # fc4SPOKE 6 
94 , 0 : GOSMB BRK;GOSUB 1OO0 
CH ?0 frATl=0*DAT2=&ATl:&AT=DATI:II=IHT(RH 

D (0)»Z)+ 2;IPtFO-H*1800 | 

GJ 00 GRAPHICS 1 7 !GO SUB BRKiDL=PEEK C5&0) + 
25G*PEEK£561) 5 FOR M = 7 TO 9 ; POKE DL+N,2 
:NEKT W:POKE DL+3,71 

ZQ 90 POKE 706,92;POKE 709,200:POKE 710,0 
* POKE 7il,13B:L=lSY=*2SGOSUB 23*:P05I¥ 
ION 0,0 : IE Gtt THEM G$ = ,, OK " 

Hfl IBB ? tr 5 ;G$;A£t? B6:7 B6j' , *HhaT kind of 
sums would you like? Press SELECT foe 
a category or OPTION for a** 

RR 110 ? BO;"new level. Press START to &e 
gin.":POSITION 5,12:7 »6i^adding":? 
l" subtracting** 

ah 120 ? MG;" Multiplying**:? B*;" 

dividing"!COLOR 3SPL0T 4,19;DRAHTO 4, 

2 3 JDRAWTO 15,231ORAHtO 15,19 
YC 130 DRA WTO 4,19:COLOR 13-1: PLOT Z,10iDR 
AMTO 2,17:DRAWT0 ±7,17:ORAWTO 17,10 J.DR 
AHTO 2 ,10 iPOSITION 4, V ! ? 86 f* 1 *" 

GR 140 IF PEEK 153279)=6 THEM 250 
UJ ISO ON PEEK(53279)=5 GOSUfl ZOO:OM PEEK 
£532793-3 GO5U0 220!GOTO 14# 

MI ZB0 FOR 0=1 TO 15 iSOUND 0,20,10,10:NEK 
7 D:SOUND 0 , 0 , 8 , 0:VY=Y+1:IF YV>15 THEN 
YY-12 

HY 218 POSITION 4 , Y ! ? B6;" POSITION 4,V 
Y:7 tt6 ; : Y-YV {RETURN 

OA 220 FOR 0=1 TO 15:SOUND O , 50,10,12:NEH 
T 0:SOUND 0j0,8,O:L-L + l3 IF L>3 THEN L = 

1 

FE 230 POSITION 7,Z1:GOT0 230fL*2 
PY 232 ? B6j" 3CT 1* 1 i 11 = 15:1.2-10: 1-3 = 6 lLE~2 
1 RETURN 

IP 2 34 ? 06: "[rEEggr" : L 1 = 35 it 2 = 25 l. L3 = 18 L E 

=9;RETURN 

UB 236 ? B6J" rflETart Ll = 75 : LZ=65 : L3 = 1Z : LE 
=13!RETURN 

OJ 250 GRAPHICS 7:DL=PEEKC560>+Z56*PEEKC5 
Gi) !SC —PEEK£801+256WPEEK £89) !POKE DL + 3 
,71;PO*£ DL *6,6:POKE DL*S5,71 
YH 260 FOR N-38 TO 901POKE DL + N,6:NEKT M! 
POKE 703,14 i POKE 709,S6;POKE 710,2O:P0 
KE 712,81 GQSIIB BRK 

HI 270 FOR N-l TO LEHCASJiPOKE SC+N 1,ASC 
£AS(N*N33 32:NEHT N:FOR N-l TO 91P0KE 
SC + 10TM,A5C CBS t N,N33~321 NEXT N 
DL 200 LH=55B+£Y-113»50;GOTO LN 

SU 300 TRAP 310 iPOKE 764,255 :? CHR$U253i 
Nil SIGNS; M2 J" = **:: INPUT ANS : RETURN 
FL 310 ? CHR$fZ533:? CHR9<l253:t? "nunfcer 
s only p lease";FOR 0-1 to 500 :«eht d:g 
0 TO 300 

MA 349 REM L IH »W 

LU 350 POKE 16,64'POKE 53774 r 64:FOR P-IRO 
TO R 5 TEP 4:S0U«D 0,0,10,12:ME H T P:R 
ETURM 

EM 3 99 REM id?hgl iMiianrl SHM Vtm 

QP 400 6AT1=DAT1+10:DAT=DAT1:R-0:H=3;p-5« 

:G051J8 PIC : GOTO I M 

UY 458 DAT2=DAT2*10:DAf^DAl2iH=B0:H=2:P-2 
08!GOSUB Pic: FOR D=1 Ifl 80O:NEHT DihOT 
0 LN 

IP 499 REM ■ in-si li'Miiaiuc! m^ibahim 
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KY SUB COL OR H:50LIMD 0, P , 10,12 ! RE5 t UKk Bfl 


CAPITALS only please* 

T + IHFO:READ R!IF R<8 THEM 520 


FOR b = i TfJ 700: NEKT b 

UH SIR Rt AD R2:FOR N-8 I 0 R2?HF;AD A,8:PL0 


NO 1050 POSTTTON 0,10:7 SL$;BL$:G0TO 1060 

T A+K,R-N:DRAMTO fl + HjR-tt: NEH T H 


PP 1100 NEKT N : AS-WAHiS (RETURN 

K» 529 IF R=5 THEM COLOR 0 : F OR N-it MJ 3 ; R 


WO 2000 REM f 

EAb A , 8 : PI. 0 T A+H,»;FOR Krl TO 4 i READ £ 


ML Z010 bATA 64,7,±6,60,15,61,14,62,13,63 

,D:bRAHIQ C + H * D ; NEK T MlNEHT N 


,12.64,11.65,3 0,6b,?,67 

UH 5 30 IE R<4 THEM NEAP RZ;COLOR 1 ; FOR H = 


EK 2020 bATA 56,0,0,66,7,60,6,70,5,71,26, 

1 TO R2IREAD A , B , C , 9 : PL 0 T A * H , tt : DRAW! (1 


50,25,50,26,56,26,50,26,50,26.50 

C + H , 0 : NEK T H 


MU 2036 DATA 2,0,38,46,38,4,30,46,30,4,40 

»L 548 FOR D = 1 TO 20:NEKT D;SOUND #,0,0.0 


,46,40,4,17,54,50,64,6,53,70,53,26,46, 

J IF (109 THEN RETURN 


50,46,26,52,26,47,50,52,50, 4 7 

Wb 656 POP : GOTO 690 


ZI 2046 DATA 5,20,50,32,50,32,46,20,40,20 

HH 591 flFM 


,50,36,50,30,50,30,40,36,46,36,50„43,5 

LJ 600 Nl-IOT CRHt><0)WLL)+LE:M2-IHT (RNDf03 


0,46,50,46,48,43,40,43,50 

WL20+LfciIF M1+N2-AN5 THEN 600 


PG 2O50 bATA 44,11,4,35,5). 35,6,37,7,37,8, 

VI 6I0 5IG«$=“ * "1QOSUB ASKtIF AMS-N1+N2 


35,0,35,10,35,11,35,12,35,±3,35,14,3£, 

THEN GOTO RIGHT 


15, 35 

LJ 620 ? CHflSM25> j N± *SIGHS;N7;" = ";N1+H 


AE 2660 DATA 32,0,16,15,17,35,18,35.10,35 

2 t GOTO WRONG 


,20,35,21,35,22,35,23,35,24,35,25,35 

CC 6&0 N1=1NTCRHDC0)*L1I+L£M2:N2-1R*tRNbC 


YO 2070 DATA 22.9,26,15,2/,35,28,35,20,35 

OINLZI+LElIF N±<N2 OR H1-N2<LE OR N1-* 


,30,35,31,37,32,37,33,35,34,35,35,35 

2 = ANS THEN 660 


JS 206O DATA 36,7,43,74,43,73,41,72,41,71 

ZM 660 SIGNS-*' - "tGOSUB ASK:IF ftNS-Nl”H2 


,43,70,43* 60,43,68,43,67 

THEN GOTO RIGHT 


RK 2000 DATA 28,7,43,66,43,66,43,64.43,63 

V« 670 ? "t";H±;5lGN$;N2;“ s "*HI-N2;BLS; 


,43,62,43 * 61,43,60,43,50 

GOTO WRUNG 


EE 2100 DATA 20,7,43,50,43,57,43,56,43,55 

YO 700 NJ=LNT TRNI> to J*L3) +L»2 : N2-XNT IRND ES 


,43,54,43,S3,43,52,43,51 

+L + 1 3 IF N1*N2=AHS THEN 70S 


DZ 2110 DAT A 12,7,43,SO r 4 3,40,43,48,43,47 

Q« 718 SIGNS= ,F H 11 i GOSUB ASK : IF A N S - N L*N 7. 


,41.46,41.45,43,44,43,43 

THEN GOTO RIGHT 


LI 2120 DATA 0,11,4,44,35,13,74,36,43,5,3 

QP 720 ? M t“ ; N1 * SIGNS J N2 J ” = ";hiwn2;bl$j 


1,4.37,4,31,4,31,7,31,7,37,7,16,64,5,5 

GOTO WRONG 


3,60,64,71,53 

GT 750 ftl-INT CRMD C01 «L3J + 3 ; HZ- ClHt i&Nb Cfll 


EN 2125 DATA 43,36,43,5,35,44,35.13,4,44, 

*i_3I+31*N1 : TF N2/M1-ANS OR NZ^H1<=I_WZ 


34,44,44,36,74,35 

f HEN 750 


PY 3000 REM 

HJ 760 SIGNS-" INTO M : GOSQB ASK ; IF aN*> = HZ 


01 3010 DATA 7Z,11,20,30,20,30,22,20,22,2 

7N1 THEN GOTO RIGHT 


0,24,26,23,20,23,20,23,20,23,20,23,20, 

HV 770 ? "t"* Nl* SIGNS J N2.f M = " } N2/H1 j BLS J 


23,20,24,20 

GOTO WRONG 


HF 3020 DATA 72,11,32,43,32,42,33,40.33,4 

ZK 700 REM fcHYl: 1 


0,34,38,33,30,33,30,33,30,33.30,33,30, 

H0 000 FOR P=l«ft TO 0 STEP -2;PP=PEEKE70B 


33,30,34,30 

3 1 SOUND 0,0,10,±2 ;POKE 706,PEEKC760I IP 


JI 3030 RATA 60,11,24,28,23,20,23,20,23,2 

OKE 700*PEEK(7103 


0,23,20,23,20,24,28,24,20,23,20,23.20, 

VG 010 POKE 710*PP:NEKT P:HAM$=A$.XF DAT2 


23,20* 23,20 

-PAT THEN f»fltt?=BS 


EZ 3040 DATA 60,11,34,3®,33,30,S3,30,33,3 

JJL 820 ? CHROflZSI ; HAM5; 11 WINS \ 11 j FOR b-± 


0,33,30,33,30,34,30,34,30,33,30,33,30, 

TO 300!NEK T D:? CHR$ ( 125);"PLAY AGAIN 


33,30,33.30 

TY/N3?" 


GT 305O OAT A 48,11,20,42,20*42,10.43,10,4 

NP 636 FOR 0-1 TO 200:IF PEEK C7641 O 35 AN 


I* 20,42*Z0,42,10,43,IO* 43,10,43,10,43, 

0 PEEK (7643 0 43 THEN NEKT DiGOTO 020 


10,43,20,42 

IJ 640 POP : IF REEK(7643-43 THEN CR-1;POK 


HA 3060 DATA 36,11.20,42.10,43,10,43*10,4 

E 764,255;GOTO 70 


3,10*43,10,43,10,44,16,44,22,40.30,32, 

PT 050 POKE 764,255 1 POKE 82 r 2 ! GRAPHICS 0; 


20„33,30,32 

END 


OT 307O DATA 30,11,12,16,12,16,11,17,11,I 

JL OOo REM ^IiIiIiH ITiTtM 


7,12,16,12,16,12,lb,12,16,12.16,10,17, 

OV 1000 DL-PEEK(5003+25fr*PEEK(5613 ; POKE b 


*0,17,10,17 

L + 6,6 I POKE OIL +7, 7 : POKE DL+10,6:POKE DL 


DH 308ft DATA 30,11,46,50,46,50,45,51.45,5 

+ 12,7 ; PONE 752,1;POKE 62,0 


1,46,50,4b-,50,46,50,46,50,46,50,45,52, 

@0 1016 POKE 706, 142:POKE 70S ,222 ! POKE 71 


45,52,45,52 

0,0:POKE 711,130 5 POSITION 14,0 i? "HEl_C 


VA 3600 DATA 51,11,11,17*11,17.12,16,12,1 

OME T0“:POSIT ION 23,1 


6,12,16,12,16*12,15,11,17,11,±7,12,16, 

JH 1020 ? “PICTURE MATHS^JPOSITION 2,4:2 


12,16,12*16 

“test your bram" j POSITION 2l,5s7 “aga 


BT 3106 DATA 51,11,45,51,45,51,46.50,46,5 

inst the Hkl=iaf1“ : POSITION 0,2 


0 1 46,50,46* 50,46,50,45,51,45, Si ,46,50, 

OB 1030 7 "The ATARI Will ask you SON* 5U 


46,58,46,50 

MS 1 Type your answer and press RETURN 


UK 3110 DATA 5,24,30.38,30,38,36,24,36,24 

^If you are"; 


* 30,24,44,24,30,28,30*28,44,24,44,38,4 

ui 1040 ? “right your picture wilt grow, 


4,39.30,34,30,34,44,38,44 

but if youget a sum wrong then the ATA 


YD 3120 DATA 24,14*20,33.21,41,21,41*20,4 

RI 1 s picturegrows, 


2,26,42,21,41.21,41,21,41,21,41*21,41. 

jy 1050 ? “because it knows all the answe 


IO *43,±0.43,21,41,21,41,23, 30,26. 37 

rs ■Try to finish your picture first'" 


KA 3130 DATA 5,24.22,38,22,30,20,24,20,24 

YC 1060 POSITION 0,17!7 “Please type your 


,22,24,12,28,12,20,16,24,16.24,12,34,1 

nawe and press RETURN";7 s INPUT »16;H 


2,38,12,36,16*34,16,34,12 

AMS:IF NAMG=“" THEN 1O60 


EZ 3140 DATA 8*0,20*72,38,72,32.72,42,72, 

AN 1O70 FOR N-± TO LENCNAMS3 :IF A5CCNAMSC 


24,0,38.0,20,40,42,40 

H,H1>>T1 AHb ASCCNAHC<N,HI3<91 THEN 11 


PT 3145 DATA 11*51,17,51,45,51,51,51,26,3 

00 


3.36,33* 26,14,2 6,14,36,14*36,14 

US 1000 7 CHHS T253I I POSITION 0,15:7 "Use 


* 


iVeiv A fur! L'ser - luxue 4 J 


































T his has really been a bad month for me. Yes, Murphy's 
Law still rules - if it can go wrong it will. First 1 had the 
news that I was booked for a residential course at the 
same time as the November S-bit show, which I will now have to 
miss, then my Blackthorn interface died and it is sorely missed, a 
heavy bout of flu and finally the news that some of my mail had 
disappeared, 

1 had a letter asking about some previous correspondence. The 
first letter I did not get so some problem has occurred with the 
post The only outstanding letter (as I write this article in the 
middle of October) is from Mike Baldeistone, who would have 
had a reply by now if my interface was working and I could write 
some routines for him (something l do not do unless 1 can test 
them), so if you are still waiting for an answer to an SAB you will 
have to write again, I'm ofriad, I did not receive your first letter. 

If I get a replacement interface then 1 will lest your program and 
write to you Mike, but one of your problems was answered in the 
last edition. 

I read in the computer press recently that the ATARI 400 
computer is well and truly deceased. ATARI has sold the 
number 400 to IBM for an undisclosed amount. ATARI 
seemed to hold the copyright for this number and IBM wanted 
no disputes about their own 400, For some reason known only to 
ATARI, the 400 was originally called 'Candy' and the 000 was 
endearingly called 'ColeenV I wonder if the ST had such a name 
during the research stage r anyone know? 

oes anyone have a solution to the dreadful 130XE 
keyboard connector? Sometimes my keys just will not 
work and I know it is the edge connection but I do not 
fancy the Idea of working with this flimsy bit of plastic. 1 would 
love to use a proper edge connection and hard wire ribbon c:u ble 
system but the plastic ribbon and keypad matrix are all one. 

It has been really fascinating reading the last few issues of the 
magazine. Here i sit all alone hammering uway at an article 
having no contact with anyone else, yet when my article is 
printed, the comments I make are answered by other articles in 
the same magazine. Do 1 suffer from prescience? Or do we have 
an excellent Editor? 

T he first thing I do when the magazine arrives is to read 
my column to see just how much the J Lord and Master' 
has changed it. J also look at the CONTACT column and 
have been wondering why so many B-bit systems are for sale. If 
you nice kind people would fill in the next reader survey we 
could maybe establish the cause of this sudden surge in 8-bit 
sales. Can the Contact Column be so successful? Are these people 
getting out of computing? Getting away from the 8-bit? Or are 
they getting away from ATARI altogether? Actually, sometime 
soon/1 shall be having a sale of a lot of hardware and software 
items that 1 never use now. They take up much needed space 
and it seems a shame that they just lie around the house, so you 
might just see my name in the CONTACT column. 

Talking Of taking up space, hands up those who have been 
caught out by the vapourware trap. Thankfully this practice is 
not as prevalent as it once was, but if you know of a firm who 
practises this then drop us a line. Sometimes the shop cannot get 


the goods as promised so it is not their fault, but sometimes they 
play on this, 

ne of the things that 1 will be looking forward to Is a 
report on the November show. There will be many 
people who will not attend but will wonder what it was 
like. PAGE 6 has a policy of telling how things really are but 
many readers do not believe that. Would they believe other 
readers? Why not give us your impression of the show? After all, 
this really is a milestone for ATARI 8-bit users in the U,K. 

I still log on to the 'Gnome At Home' BBS (and CYMRUTEL, 
but the liogns are loo noisy most of the time - insider joke! 

- take note PAZ!). 1 know a lot of people are interested in 
this so I will be sending the Editor a list of BBS telephone 
numbers sometime soon. They are for both the ST and 8-bit 
machines so, if you are interested, you could always send him an 
SAE and get dialling, 

eing a confirmed computer user, ! receive dozens of 
computer magazines in the course of a year, absolutely 
free. Most of these have a cover price but the advertising 
revenue usually pays so well that they can become freebies. One 
of these is APPLE BUSINESS - for Macintosh solutions' 1 a very well 
put together magazine with a cover price of £2,00. When, 1 
wonder, will we see an J ATARI BUSINESS magazine tor the 
serious ST user' appear? 

have had several letters from Gavin Moran about the 
ATARI users in N. Ireland, The situation can be summed 
up in words like - abysmal bleak, non-existent etc. Not to 
be deterred, Gavin would like to set up a user group. So I would 
like to take this opportunity to mention that Lf anyone is interes¬ 
ted in helping him out then please write to him. He would also 
like to hear from Matthew Tideman of Lea Valley Users, On the 
same subject, Steven Wilds has set up a user group in Spain and 
would appreciate some new members. They can be contacted at 
the following addresses: 

Gavin Moran Steven Wilds 

398 Canterbury Way c/payesas 
Stevenage 30 Pollensa 0746 

Herts Mallorca 

SGI 4DZ Spain 

F inally, a hearty thank you to Sandy for the loan of 

Tari-Talk so that I could port my word processor files over 
to the ST. A pity it did not work both ways - that would be 
security! This will also give me the opportunity to port some 
programs to try out the 8-bil emulator. 

I really must go now, all that talk about the 'Friday r 13ih’ virus 
has reminded me that I really should back up my hard disk 
again and not take any chances, I hope that no ATARI users 
were tempted to spread this malignancy! 

Write to Mark Hutchinson, at: 

1 Holly mount, Finaghy, Belfast, BT10 OGL 
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A COMPLETE SERVICE IN COMPUTERS & SOFTWARE 


TOP 10 CASSETTES 

TOP 10 DISKS 


TOP 10 ROMS 


JOYSTICKS 

! 

Black Lamp ........ 

7.95 

Draconus . 

935 

Pole Position .. 

12,95 

Pro 500 clear.'black 

...1435 

Star Wars . 

7.95 

Pit Stop II ... 

1135 

Galaxians ... 

9.95 

Cheetah 125+... 

., 835 

F-15 Strike Eagle .. 

8,95 

Eternal Dagger .. 

1435 

Defender . 

9.95 

Konix Navigator 

...12.95 

Tiger Attack .. 

6,95 

Carrier Force .. 

1635 

Rally Speedway . 

8.95 

Quix Shot Turbo.. 

...12.95 

Silent Service 

8.95 

Flight Simulator 2 „„„ 

2935 

Designer’s Pencil_ 

9.95 

Pro 5000 extra . 

...1635 

Kenny Dalglish Soccer . 

7.95 

Alternate Reality - 


Pacman ..... 

9.95 

Atari Standard . 

.. 435 

Atari Compilation 

4.95 

The Dungeon .,. 

1435 

Donkey Kong Jnr . 

12.95 

Pro 5000 ’Glow’ .. 

...1635 

Spy vs Spy Trilogy. 

8.95 

Planetarium ... 

1635 

River Raid .. 

895 

Konix Speed king ....... 

.. 9 95 

Mercenary Comp, ........ 

9.95 

Mini Office II .. 

16.95 

Ms Pacman .. 

12,95 

Konix Autofire . 

..10 95 

Atari Aces . 

4.99 

Star Wars .. . 

1235 

Hero .... 

8.95 

Euromax Elite ., 

... 9.95 



Silent Service ... 

1135 



Euromax Autofire . 

,,1135 







Atari Trackball . 

,. 735 

TOP 20 BUDGET CASSETTES 

Ghostbusters .. 

2.99 

Gunfigftter ... 

1,99 

Bouiderdash .. 

2.99 

Henry’s House .„ 

... 1.99 

Encounter . 

2.99 

Chuekie Egg ..„„ 

2,99 

Speed Ace . 

2.99 

Zybex .... 

- 2 99 

Thunderfox .. 

2.99 

Ninja Commando .. 

2,99 

Speedzone .. 

1.99 

Las Vegas Casino . 

. 239 

Football Manager . 

2.99 

Slingshot .. 

2.99 

League Challenge . 

139 

Hardball.. 

. 2.99 

Bouiderdash 2 . . 

2.99 

Pitfall 2 .. 

2.99 

River Raid .. 

2,99 

Superman ... 

. 239 


GAMES 


Cass. Disk 

Leariertregrd .. 11.95 

Summer Gam** . 12,95 

Gauntlet . 2.99 11.95 

Smash Hits 1-7 (each) .... 6.99 

Living Daylights . 2.99 9.95 

Trivial Pursuit ..12,95 14.95 

Mercenary Compendium .... 9.95 12.95 

Spy v* Spy Arctic Antics ... 4 39 6.93 

Spy vs-Spy Trilogy . 3.95 9.95 

Fighter Piltit . 7.95 10.95 

AZtec . 4.99 6.99 

Polar Pierre ., . 4 99 6 99 

Mr Robot . 4.99 6.99 

Beta Lyrae . 4.99 6.99 

Hits Vu 1.1 4.99 6 99 

Bouiderdash 2 . 2.99 6.99 

Arkanoid . £.99 9.95 

Trallblazer . 9.95 

Sole Flight . ,, ... 0.95 11.95 

Silent Service . 8,95 11.95 

F-15 Strike Eagle . 0.95 11.95 

Spyhunler .. 6.99 

The Eirtnlqn ... ... ... 9.95 

Mlrax Force .. 2.99 5.95 

Hacker .. 4.99 5.99 

Rescue bn Fraclelas . 6 99 

Baiibiazer . B.gg 

Rairiiiapa . 6,99 

Sheet em Ups ... 4.99 

Flatfnrm Perfectinn 4,99 

Spin dizzy . 2.99 G.99 

International Karate . 5.99 

Touchdown Football . 6.99 

SpiHinMO . 4.99 5.99 

Draconus . 6.95 9.95 

Druid . 4.99 9.95 

Brian Clou pit's Font bal I Fon. $ 9s 15> .95 

Pooyan . 4.99 4.99 

American Roadrace . 5.99 

Strip Poker . E.99 

European Super Snccar ... 6,96 12 95 

Hard Rat Mac. . 4.99 

New York City _ __ 4.99 

Crumbles Crisis . 4.99 

Freaky factory ... .. .. . 4.99 

Starquake . 4.99 

PnsppiR 2 .... 4.99 

Laser Hawk . 4 99 

Colossus Chess 3 . 4.99 

Sidewinder . 4 99 

Joe and the Nuclear Caverns .. 4.99 

Nuclear Nick . 4 99 

Knockout Boxing . 4.99 

SurtStar . 2 99 


GAMES 


Cass. Disk 

Culhtat Goes Walkabout .. 2,99 

Fort Apocalypse .. 2.99 

Tomahawk ..11.95 

Pinball Construction Kit . 9.95 

Music Construction Kit . 9.95 


ADVENTUR E/STRATEG Y 


Cass. Disk 

Ballyhoo . 9.95 

Hollywood Hliinx .. 9.95 

Jinxter .14.95 

The Pawn . 14.95 

Lancelot . 11.95 11.95 

Tine & Magic .11.95 11.95 

Lurking Hnrrpr .... ... tl.95 

Ingrid's Back .11.95 11.95 

Guild of Thieves . 14.95 

Knight Qrc .11.95 11.95 

Cloak ol Death . 2.99 

The Golden Baton . 2.99 

Alternate Reality Cuty . 14.95 

Alternate Reality Dungeon . 14 95 

Gunslinger . 9.95 

Eternal Dagger . 14 96 

Saigon 3 Chess . 14.95 

Theatre Europe . 1196 

War in Russia . 16.96 

Carrier Force ...... ,,,,,, 16 96 

Bari e ol Antiotam . 16.96 

Pan;er Grenadier . 16J5 

BatUecrusier . 16 95 

Warship ....16 05 

Mach Brigade . 16 95 

Colonial Conquest . 16.95 

Soria of Liberty . 16 95 

Flight Simulator 2 . 29.96 

FS2 ScEnery Disk - Japan 14 95 

FS2 Scenery Disk 

- Sa n Francisco 14.95 

FS2 Scenery Disk - No. 7 .. 14.95 

221B Baker Street . 9.95 

Jewels ol Darkness . 11,95 

Vietnam . 9.95 

Auto DueI . 14,96 

Conflict m Vielnam . 11.95 14.95 

Crusade in Europe . 11.95 14.96 

Decision In the Desert .11.95 14.95 

CdIqssue Chaw 4 . &.»5 12.95 

Kennedy Approach . B.915 12.95 


XLXE CARTRIDGES 


Missile Command . 9.95 

Donkey Kong . ,, ,, 12.95 

Donkey Kong Jnr . 12.95 

Pengo ., ,, .. „. 12.95 

Dig Dug . 12.95 

Pole Poslhon . .. 12.95 

Millipede . 12.9S 


XL XE CARTRIDGES 


BUDGET CASSETTES 


Typo Attack . 12.95 

Star Rj dors . &,95 

Skywriter . 9.95 

Star Raiders II . 14.95 

Loderunner . 14.95 

Dnp on One Basketball .. 14 95 

Battlezone . 14.9$ 

David’s Midnight Magic <Plnbaih .. 14 95 

Archon .. 14.96 

Rescue on Fraclulas . 14.95 

3d l = kuc: . 1 4 H-: 

Blue Max .,. 14.95 

Defender . 9 95 

Galaxian . 9.95 

Real Sports Football ... 9 95 

Tennis . 9.9$ 

Moon Patrol . ...... .. 12.95 

Robotron 2QB4 . 12.96 

Ms Ragman ...... . 12.95 

Jousi . ig.g$ 

Final Legacy . 12.9s 

Haro . 6 95 

River Raid . fl.as 

Mega Mania . 6 95 

Dreadnought Factor . B 95 

Pitrall2 ... . .. 9 95 

Designers Pencil . 9.95 

Rally Speedway ... 6 95 

Miner 2Q49er . a.g$ 

Mr Cool .... G 95 

Eastern Front 1941 . 6.9$ 


UTILITIES 


ROM Disk 

Mini Office IE . 18.50 

Atari Writer . 29-95 

Atari Writer Plus . 29.95 

Macro Assembler . 19.96 

Microsoft Basic 11 . 19.95 

Silent Butler - Personal Finance 16.96 

Planetarium . 16.95 


BUDGET CASSETTES 


Rockford . 2.99 

System 6 Pools . 2.99 

Green Berel . 2.99 

BMX Simulator . 2.99 

Phantom . £.99 

Transmutor . 2.99 

Panic .. .. .. 2.99 

On Cue . 2.99 

Pro Golf ... 2.99 

Jocky Wilson's Darts . 2.99 

Little Devil . 2.99 

Screaming Wings . 2.99 

Domain 01 the Undead 2.99 

Survivors . 2.99 

Red Max . 2.99 


Nucleus ......... 

Up. Up & Away .. 

Cosmic Pirate .. 

CygneaXl .. 

Revenge 1 .. 

Lasl VB ..... 

Grand Prix Simulator . 

Footballer of Ihe Year ... 

Mr Dig . 

ISO ... 

Whirlynurd .. 

Warriors of R35 . ,,,. 

Tapper . 

Twilight World . ... . 

Deain Race . 

Pro Mountain Qrke Simulator ...... 

Spellbound . . 

Zaxxon ,,... 

Super Zasxon .. 

invasion .. 

Daylighl Robbery ..... 

Spooky Castle .. 

Molecule Man ...... 

Forbidden Forest . 

Cops & Robbers ___ . 

Video Classics ... 

Pothole Pete .... 

Feud ..... 

Crack Up . 

River Rescue .,,,,,, 

Crystal Raider ..... 

Chimera ... 

Storm .. 

Gunlaw ..... 

Frenesls ... 

Action Biker ... . 

Desmonds Dungeon . 

Leapslsr . ..... 

Micro Fthyihm . 

Thrust ... 

Space Shuttle ... 

Special Delivery .. 

Joe Blade ... 

Double Trouble .. 

Tanium ... 

Paiadown . 

Gridrunnar . 

California Run ... 

Sub Commander .. 

Dawn Raider . 

Soccer ...... 

Bomb Fusion .... 

Periscope Up . 

Dizzy Die* . 

Milk Race ........ 

Winter Wally ... 

Monkey Magrc ...., 

Kick Slart ... 

LA SWAT . 

Stratosphere ...... 

Rogue .. 


2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

1.99 

2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
2 69 
2.99 
2.99 
2.99 
2.39 
2.99 
2.99 
2.99 
2.99 
2 99 
2 99 
2 99 
2 99 
2 99 
2 99 
2 99 
2.99 
2 99 
2.99 
2.99 
?99 
2.99 
2.99 
2 99 
2 99 
2.99 
2 99 
2.99 
2 99 
2.99 
2.93 
2.99 
2.99 
2.99 




FULL RANGE 01= ATARI 2SB0 CARTRIDGES IN STOCK 

219/221 Cannock Roait, Chadsmoor, Cannock, 
Staffordshire, WS11 2DD 
Telephone (0543) 466577/8/9 



Add 5Dp ta orders less than E 5.QQ. Aid prices correct 31 
time of going to press. Access or Visa orders welcome. 
Please add £1 per item tor overseas 

Please make Cheques w Postal Order* payablt; to: 

“MILES BETTER 50FTWARP 
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CONTACT 


FOR SALE 


SCI- SYSTEM: 65XE with enhanced cartridge 
interlace, XCl 2 recorder., joystick, games 
cap*, manual Bored and us*d one*. £50. 
Also new & boxed XCl 2 fSOOnSer, E20 T*l 
Ray on 01-520-3140 alter 5pm. 

MODEM: Industrial specification - 300 3 
1 ZOO Panel suitable for most computers with 
PSE32 caole. £75-00 fposlage extra). Dalar 
interlace plus software* jlor XUXE), £25.&0 
exfrs. Phone Howard on: 0423-879533- alter 
6pm or weekends. 

HARD DISK SYSTEM: Supra20mb Hard 
Disk, Soartadoa, 80CXL, 1050 D.'Drive, 1029 
Printer. 1010 Recorder, Pro SOOO joystick, 
Mini Office II plus Other software and books. 
£450 o.n.p. Phone Clive on StQmngixin, 

Wesl Susses (0803)^743402 

8-BIT HARDWARE: Atari 1020. £00. rift* 
Touch Tablet, £30, 1010, £15, 60OXL laulLy 
With 00 leads - erffe*?? *064 Ram Pack, £40. 
Bored with manuals, etc. Tel Peie an 
0923-673553 after 6pm 

XI- SYSTEM: 3O0XL. 1050 d*sk drive and 
1010 tap* recorder (pause button problem), 
complete Wilh |cys(ick, Icckabie disk bo* 
wilh ton brand new blank, daks [Inmacf, 
covets, a*d original ^nslrypjion bocks. A very 
good selection of games on dig*. tape and 
cartridge [river 45 varied games! plus 3D 
Atari Users from as la* back as Match 1906 
- Vol.1 No.11. Evetylhing in brand new con¬ 
dition and all hosed, £160. Phone. 

01 949-7104 after 4.30pm. 

XL SYSTEM; 400 and SOOXL bolh In wait¬ 
ing order and good condition. 400 lapo ro- 
corder and one other recorder. 1050 disk 
drive including home filling disk. DOS 2.5. 
blank disks, plus games on disk. Cartridge 
games Include Track & Field H.E.R.O. and 
Pole Position Joystick, around 30 Atari User 
mags, all leads and plugs. Phone- 
01 -770-0757 after 6.30pm 

ATARI USER: 1 complete set from the First 
issue to the last (Nov. '68;, mini condition 
Ariy otters'? Wnl* to: P.O.Box 0556, GR- 
10010, Athens, GREECE All letters will be 
answered. 

XL system: sooxL with. Phonemark cas¬ 
sette recorder. £40 worth OT software on 
cassette plus Cheetah 125i-joystick. £1 CO. 
Telephone: GS36-62221 after 6pm. Buyer 
must colled (Northantg area). 

XE SYSTEM: 130XE computer. £ x 1 D50 
disk drives - one wfth I. S. plate - 1010 
cessefle. Gremlin grabber, Syricafc. Mml 
Office II. loads ol software, accessorius and 
games on disk, cassette and cartridge. All 
with rtusi covers and original packaging as 
now. Sot bl Alan User and Page 6 maga¬ 
zines [dll Issues) and joystick*. All for £300. 
Phone Paul on: 02 &S- 41410 & after 6pm. 

PRINTER INTERFACE: Graphi* AT centro¬ 
nics. lor 8-hit Atari £25. Phone Gravesend 
(0*74)-332«0. 

XL SYSTEM: SOOXL, 019 disk drive and 
1050 disk drive, Many games and utilities. 
£140. Phone (0634) 362370 

ST SYSTEM: 5205TFM wfth hall meg disk 
dnv*. mouse, joystick. In v.g.c. and lully 
boxed plus quality games including Lombard 
RAC Rally, only £240 p.n.p. Phene Kart on 
0625 861945 


PRIHTER.'PLOTTER; 1020 colour Vfcrs*QU 
with spare set c-1 pe ns. In brand new condi¬ 
tion. Ideal slerler printer for listings. £30 
PLUS P'P- Phone Peter on Macclesfield 
[062$)-207i£. 

DATA CASSETTE: fOIQ, bg**d as new. 
Used only twee. £15 o.n.o PLUS ££.00 
postage d you cannot collect. Phone: 
0543-374496 (West Midlands). 


XE SYSTEM: 130XE. 1050 disk drive and 
disks including Turbo Sasic and Transdisk 
IV, XCl2 cassette deck wilh a few cassel- 
Les, also Atari Users, Pag* 6, New Atari 
User magazines plus reconditioned colour 
T.V. Offers amend £150. Buyer collects and 
will no: split. Phone Bilslon [D902)-43309 
after 6pm. 

EkBlT BARGAINS: Page 6 Issues 10-20. 

Any Otters'? Alan disks, cassettes and car¬ 
tridges. 90 dillenent games tor sale, worth 
£200 new. Sell in as new condition fof £13Q- 
Telephone Ba r ry Archer on 0263-751333 
after Spm. Buyer collects. 

SEGA MASTER SYSTEM: With light gun. 
Two games lor We system and three lor ih* 
gun. Worth £140 05. sell tor £100,00 p.n.p. 
or swap For an XF551 dish drive ■+ DOS Is 
anyone in the TELFORD AREA interested in 
sotting up a user group? Phone Sacha ori 
0952-5SS184. 

XL SYSTEM; BOOXL + Ommmqri, 1050 + 

US Doubler, XCl2, all wnh anginal hand¬ 
books, Hi-res mono monitor (with audio 
amp), 2 joyslicks, 160*- games, utilities, ftlC-. 
[100 disks in box). cassettes. 1 30 Page 
6-'Atari LJs*r magazines, official Atari publica¬ 
tions (user notes OS listings etc). Mapping 
the Atari. Your Atari Computer. spar* 

0COXL. cassette, joystick, games and PS-U - 
all working. Absolute bargain at £250 (may 
split) or swap For TANDY 120 LAPTOP Or 
w.h.y. [anything electronic). Phone Dive on 
Tynasid* [091'1-454-4905 after 6pm lor lurlh- 
er details. 

XL SYSTEM; 9Q0XL, 105D diskdrive. 1010 
lape recoroer. 1020 printen’plc-lter With spare 
paper and pens, with around £100 wOtlft Ol 
Software. Genuine reasor ! cr sale, £200 
O.ft.O, Telephone: 0370-812062 (Evenings). 

XL SYSTEM: 00OXL. 810 8 1050 disk 
drives. S50 irttedac* module, 010 cassette 
recorder. Touch Table-1 and Atari Artist, Lo-ls 
□I software 1 nduding Text and Sp-el? VYizand, 
All good condition Nc splits please, £325 
O.n.o Phone 0256-473246 (Ansaphonef. 

XL SYSTEM; SOOXL and 1010 recorder, 
leads, over 60 games. 2 joysticks, Atari User 
magazines from Isau* 1, manuals Original 
Pokes, excellent lor beginner. £90.00 O.n.o, 
XF551 disk drive, 3 menttvs old, Fully bOxSO 
with leads., some games indue ng Alternate 
Real ty ' fi£ and Dreccrvus, Transdisk IV. 
£140 0 n.o. Rhone Andrew Green on 
0602 20119S or write To: 4$ Dpwnham 
Close. Arnold. Nottingham NG5 $pr. 

ATARI USER: Magazines For sale, Novem¬ 
ber 1935 1 q May 1989. £10 including a lew 
Page $ magazines and p-’p. Graham Had- 
lield, 9 6irch Way, Haywards Healh West 
Suss** RH17 7SG. 

XE SYSTEM: 130XE, XCl 2, XF 551 , $5D 
interface, printer cable, trackball, Ri'OHn* 
joystick, Quickshot 2 Turbo joystick, speaker 
system vidaa cable, £600 worth of disk soil 
ware and cartridges such as S.A.M. Brand 
new ai t»x*d with manuals and in perfecl 
condition, plus mags, books and years sub¬ 
scription to Atari Explorer in ih* U S A , will 
deliver. £390 o.n.o, Tel 0295 708730 

1027 LQ PRINTER: In excellent condition, 
complete w Ih at manuals., leads, ink rollers, 
elc,, E8O O0. T*l. 0482-502556 and ask for 
Chris. 

XL SYSTEM; 3O0XL vnlh Happy-enhanced 
1050 disk dnve, alec joystick., mags, manu¬ 
als, disk box. £200. Tel': 001-336-6724. 

XE SYSTEM: 130XE. 1050 diskdrive. 1029 
printer, Touch Tablet. Editor/Assembier, 
joystick, some software, lechmail hooka end 
magazines, £200 Also RacalfTandy CP2123 
Intelligent MtxJem V21 „ V23, Bell pltrS Ootari 
intertace and software, £120 0 rVO let, 
0S83-762033. 

XE SYSTEM: 65XE wilh XC12 cassette, 
manual and joystick with aboui 75 games, 
£150. Phone: Lee on Loughborough 
(05MJ-217955. (Must be ab*s to cowed). 


8 -BIT SAflGAINS; 0OOXL - no power supply 
■ lit lor spams only, £10. 600XL * power 
supply, working order but needs a replace¬ 
ment joystick port. £30. ROMs Bask:, 

£5.00 Mountain King, £4.QC-, Boulders & 
Bombs, £4.00. also some cassettes. Please 
send SAE for iisl A. Lange, 24 AlHinch 
Close, Liverpool Li 4 bYG. 

TAPE DECK: 1010 m original p^Kklng with 
ell manuals and leads, good working condi¬ 
tion but stop £ pause keys damaged end 
require repair, £10.00 o.n.o. Box ol software, 
100 + program* - no splits (rirg tor details). 
£70 00 Phone: 0364-73473 after 6 pm (ex¬ 
cept Friday S Saturday) and ask lor James. 

XE SYSTEM: 130XE with box, leads and 
manuals, only used lor college reports, great 
Christmas present, 72 x 5.25“ disks ard 
lockabl* bos, pnrter interface ano Atari Wri¬ 
ter Plus, Basic XE cartridge and disk, first 
two volumes or Atari user and other $-bit 
publications Any oftorst Will spill Tele¬ 
phone: htolbmcfl (0406) 26159. 

XL SYSTEM: 0Q0XL, £30; XCl2. £15: 1 029 
Printer with paper leader and software, £70: 
Cwnmodor* 1901 Monulof wilh Alar 8 -bit 
lead. E140 65XE, £50. GrahfUTi Whittle. 37 
Weslfiald Road, BilSlen, West Mtdlanbs 

ST SYSTEM: 520ST in mint concrlion, jjsl 
over qne year old. 1 meg indernal disk drive, 
disk box, many gam.es, dust cover, mouse 
mat Pro 5000 joystick with toyaticlumause 
ports extender, only £360 amp- Telephone: 
01 -5423490. 

XL SYSTEM: 9O0XL, 1050 disk drive, 1019 
cassette recorder, joystick, padcles, car ■ 

1 ridges, loads of disks including Ultima 111, 
PhintasJe, Auloduel With over 60 maga¬ 
zines. an boxed. £150 but buyer must coi¬ 
led. Contact Colrn on 031 -554-7046 
(Evenings). 

XL SYSTEM: SOOXL with 1050 disk dnVft, 
Pnnrt*r (Epson compatible), joystick, Ibis of 
software and magazmea, £210. Phone: 
9772-435254, 

8-BIT SYSTEM; 800 (not XL) plus 410 cas¬ 
sette recorder wfth leads and over 35 games 
on cassette, £50. Fhore: 051-63B-G543 after 
4pm. 

PRINTER BARGAIN: 1023, boxed ard in¬ 
cludes manual, disk copy af 1 d-PRIMT and 
disk ol utilities lor printer (DumptE 
Dump 1029, Fo*ft. List, Print 1029. Pte], 
£75.00 o.n.o. Write to: Mr.G.D.VYWd 4 Mat- 
lock Drive, Chadsmoor. Cannack, Sialfs. 
WS11 2ENqr Phone: 05435-6099. 

MIDI MODULE: Roland MT-32, ideal mr ST. 
Mulli-limbral Synth und wim drum scurfs. 
£250. E-bll soft war*: File Manager 800 Vi&i- 
calc, some games, also primer inlertace and 
Dalari modami interface - oflerS? PhofiU 
0703 - 010424 . 

PBlNTEfi'PLDTTER: Atari make and in ex¬ 
cellent condition, Ortty E6O 0O T*l. 
01-574-6249 (Southall. London), 

XE SYSTEM: 130XE, 1050 disk drive. XC-12 
tape deck, 40 disks and 25 caasatles o‘ 
games some old classics. Atari Us*r mags 
NOS. 1 -30. Pag* 6 Nos. fi-40. dusl covers 
and manuals Will not split, buy*r to coiled. 
£250. T*l. 061-633 7785 (CHdham) 

ASSEMBLER,'EDITOR: Cartridge and 
manual Other manuals: - Operating System 
Listing HDO.'BM), De Re Alar |Training 
manual for professional programmers). Alari 
Basic, plus 6502 programming lext books 
[2). £20.0(3. Phone 0734-472470 evenings 
[Reading). 

XL SYSTEM:: &0OXL wilh full &eL bl brand 
new ram chips, i010, XCl 2, Qu ckshct II 
joystick, over £200- worth ol software, aft 
manuals, partly boxed and in perfect condi¬ 
tion Will deliver. £&0 O.n.o. Tel. 0295 
738733. 


WANTED 


GET IT RIGHT: Orig nal checking, program. 
Can lype -1 in myself if someone will lerd ir 
to me Mr.J.&mpson, 10 Ballot Hili Crescent, 
Bilsbarow. Nr.Pr*&len, Lancs, PR3 QfiX, 

DISK DRIVE HEAD: Help!! My 910 disk 
drive head has finally died and I need a 
replacement urgently, ft is an early 810 and 
IS describe* n the B101i*ld service manual 
as 'The Head Carnage Assembly' i wot,id 
also i^e lo swap hints. ideas and programs 
with users from all over ih* world Write lo: 
Ian Duncan. 1 Pearson Strael. Clarence 
Gdns., Aaelaide, South Auslralia. 
AUSTRALIA. 

PAG! 6 BACK. ISSUES: Numbers 1-1$ 
pleas*. Reasonable price paid Ring Phil on: 
051-355-1934. 

TECHNICAL HELP: Does anyone knew a 
source or supplier Itw Ihe 13-pin 'D' sock*! 
(lor us* on home-built interlaces) and plugs 
to suit l&T Ih* serial port on XE:XL machines 
please? Ring Harry on 0787-473136 

GRAPH-IT: On cassette please. Also ATARI 
LOGO an ROM Phons Pete a^i: 0604 
71&702- 

DISK DRIVE: 1050 or XF551 in good condi¬ 
tion Phone Duncan on 027g79 £531 
(Essex) after 7pm 

TAPE DECK: 1010 in GOOD condition. 
Control Matlhew on Reading i'Q734) 

574167. 

XF551 DRIVE: Has anycne bought one d 
ihese drives in recent monlhs? 1 am Irying lo 
Irace Ihe whereabouts Of drjv* s*rial num¬ 
ber: Ol 793000020. Reward for any useful 
infarmaiicn. Carftact Mick. 23 Sybil Read. 
Wisbech Camhs. PE13 3NG or phone: 
0945-587564. 

ATARI ARTIST: warned on cartridge and 
with Touch Tablet. Telephone Barry Archer 
on 0268-751333 after Spm. 

1050 DISK DRIVE: Musi be ri very good 
condition with all leads, manuals and some 
software Better sliB If in Derby or Cbasfer- 
lieid area. Write Quoting pne* requited te: 
Steven Wilds, C.'Fayesas 30, 0746 Pollens*, 
Majorca. SPAIN. 

PRfNTER.'PLOTTER: 1020 wanted, prefer 
ably with msrructions, pens and paper. Write 
to John Robinson, Lady Hall. MILLOM, 
Cumbria LA 15 5HR or Phone; 0229-716363. 

FOOTSALL'RUG BY SQFTWARi: Any oi 
this software lor 65XE on cassette, cartridge 
o? disk (XF551) lhal you would be willing to 
salt. Phone: 0974-730034 or write with lisi 
10: Deniei Robinson, 17 Penconuin Llangy- 
nldr. Nf.Cnckhrywell, fJPS 1 LT. 

ARCADE MACHINE CBrodOrbundk Mu Cl 

be in good oondilion on cassette and with 
original instructons. Reasonable pne* 
please. Phone: Chaster-Le-Slreel 
(Ce. Durhamj 3886154 on Mondays belwaen 
5pm and S.SOpm 

PAGE 6 BACK ISSUES: Numbers 1 to 1$ 
inclusive. Very gener&uS drier made Con¬ 
tact Phil at 22 Rochester Drry*, Ellesritere 
Pari. Saulh Wlrral or phone 051-355-1034 
after 7.30pm. 

DISK DRIVE: 02Q.OO + posiag* offered for 
DEAD 310 drwe (must be complete with 
PSU). IF you have such a beastie please 
write to: Davd Hoar*, Flat 5, 50 St,James 
Rosd. Leicester LE2 1HQ. (Pleas* include 
yo*Jr daytime telaphone number il possible!. 


Afore CONTACT on page 50 
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SUPPORTING YOUR ATARI 


UPGRADED TO ST? 

Don’t throw your old files away use 

TARITALK 

The most effective way of transferring files from your Atari 
8 bit System to your ST without the need for a costly 
interface, TARITALK comes complete with interface cable 
and software to transfer text files, database information, 
pictures, music flies and more to your ST 

TARITALK is just £19.95 
end is available exclusively from PAGE 6 
* use the order form or telephone us for credit card orders 


Let your young ones enjoy learning with your XL/XE 


SPELL 

ME 



A delightful program to teach four to five year olds the alphabet 
plus word construction and word and picture association. Guide 
them with those first steps whilst also teaching how to enjoy the 
Atari as a creative tool. SPELL ME has been written by a qualified 
teacher and has been enjoyed by hundreds of Atari owning 
youngsters. Why not tet your children enjoy it to? 


SPELL ME Is available on cassette at £4.95 or disk at £6.98 exclusively 
from PAGE 6 Use the order form or telephone for credit oord orders 


XE REPLACEMENT 

and 

EXTENSION CABLES 


BROKEN JOYSTICK? 

Nme out of ten 'broken joysticks require 
only a replacement cahie since the wires 
often break at the plug end. W lh Atari 
type joysticks, simply slip trie spade lugs 
of this replace ment cable nntn the PG3 
Should fit other joysticks although the 
lugs may need replacing 

REPLACEMENT JOYSTICK CABLE £2.53 


OTHER GABLES FOR ST 


HWRD DISK REPLACEMENT CAGLE C15J5 

HARD DISK EXTBfSION CABLE |1 METRE i £14.35 

2 Ph'ETRE FLOPPY DISK EtfllVE CABLE El 5.35 

2 WETREFL[iFF v DISKQflIVEEMM {ME EI«35 

iweraaosmi to md* non wth scart ei i 35 

SOCKET 

520ST TO PHILIPS 3SM MOHTOH £11.95 

MDNMLDUft SWITCH LfilT £19.95 

lAkws nulo md cchjur mcmlurs to rtmar 
MBflsdtd and switched! 

FAIR OF SOILED MIDI L^ADS £7.95 


MOVE YOUR PRINTER 

You don’t need tu keep your printer sc 
close to the computer An rwtenswn cable 
will fit between your existing cable and 
your primer to enable you to place me 
printer almost anywhere you want. Don't 
be resir cted! Frts any Centronics setup. 

2 metres £7.95 

3 metres £11.95 5 meires £14,95 


SI JOYSTICK/MOUSE 
EXTENDER 

No more fiddling about underneath youi 
1040 or 520. This short extender allows 
both joystick and mouse id be connected 
a short way from the sockets. Saves wear 
□n the plugs and swkelg and makes 
swapping of joystick and mouse easy 


£535 

CABLES FDR XL/XE 


ME: METRE RffLOHBff 

serial cable 

ES95 

ME TO MCNO MCNI T 0R 


ME TO SCAR’ 

£5.95 

ME ID COMPOSITE V‘DEQ 

£3L8 


All cables are lop quality 
for faultless data transfer 


ST to &50 NULL MODEM CABLE 

If you already have an 550 interface or 
P R: Connection you can now hook your 
XU'XE up to your ST and iransfer files 
with any comtns program. This cable 
simply plugs between the interface and 
ST modern port. Use Kenmil (available on 
both machines) or similar to transfer files 

£8,95 


csi and packing Iree in Jk. Send cheque or P 0 or quote Accsss.iVisa number (c 


PAGE 6, P.0. BOX 54, STAFFORD, ST16 10R 

Telephone orders by Access or Visa accepted. Tel. G785 213928 


READERS 


OFFERS 

See this page and inside back cover for details 

FOR YOUR XL/XE 


THE BIG DEMQ 

£335 

□ 

ISSUE 41 DISK (wilb DOUBLE BONUS} 

£2.95 

□ 

ISSUE 40 DISK (with GRID WARS) 

£2.95 

□ 

ISSUE 39 DISK (with PRO GOLF) 

£2,95 

□ 

UNDER STARTERS ORDERS 





Cassette 

£2.95 




Disk (Issue 37 disk) 

£2.95 




TURBO BASIC (Disk) 

£3.95 

□ 

SPELL ME 





Cassette 

£4.95 

LJ 

Disk 

£6.95 

□ 

MINI OFFICE II 

£14.95 

□ 


FOR YOUR ST 


STOS BASIC 

£21.95 

□ 

STOS MAESTRO PLUS 

£49.95 

□ 

STQS SPRITES 600 

£10.95 

□ 

THE JADE STONE 

£9.95 

□ 

DOMES OF SHA TRI-PAK 

£9.95 

□ 

TARI-TALK 

£1935 

n 

CLIP ART COLLECTION 1 

£10.00 

□ 

CLIP ART COLLECTION 2 

£1030 

□ 


Postage included in U.K, Europe add £1 per order. 

El: ‘ .. 


Elsewhere in the World add tZ per order, 


Name 

Address 


I”! Cheque;Postsl Order enclosed for £ 

I wish to pay by Access/Mastercard.'Eurocard/Visa 
Card K..[Hri □□□□ □□□□ □□□□ 


Expiry date: 

□□□□ 


Please debit my credit card above with £ 

Signature ..... 

Send vour order to 
PAGE G PUBLISHING 
P,0. BOX, 54, STAFFORD, ST16 1DR 

Plsase allow up to 28 days for delivery 

Please fee free to photcopy this term or write your order if you do not want :o cut the magazine 


UNDER STARTERS ORDERS 

NOW AVAILABLE ON TAPE for |u$t £2.95 

A great racing game for ail the family 
now available on boot tape 

* Computer betting for 1-4 players 
1 Full colour animated race graphics 
*■ Save game facility 

* 7 races per meeting 

■ Photo Hnlsni more 0*rcu,ec<t r «M co»(M 

You'll be jumping out of your seat with excitement! 

See PAGE 6 Magazine Issue 37 page 29 lor further details of this super program, Tape 
version has all the facilities and tun of the disk version except thal Ihe number of 
horse databases Is limited. AVAILABLE EXCLUSIVELY FROM PAGEG 
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CONTACT 





PENPALS 


4 < 

S-BlT USERS; I wmjkJ lihe to hear from 6-bd 
cassette users Irorr arcund the world to 
swap hints, tips, elc. I own a 1-3GXF * X 1 Z 
data recorder. Please grab your pe^s. and 
write to: Tony Gibson, 52, Edinburgh Ava 
nue. Laigh'Qn^M, Essex. 

XL USER: IVfy name is Ray and I have an 
&OOXL, 1050 disk drive and 1010 laps unit I 
an interested in a I types <?t software, 
arcade, adventure, ate. Al. Iefler$ will tHJ 
answered. Write to R Robartson, T9 Liitfeb- 
ury Green, Basildon, Essex SSI 3 1 PA. 

XL USER: Is there anyone out there who 
would like to swap hints, lips, etc? I have 
jusl boughl an &00XL and am hoping to gat 
a disk drive. If interested please write to: 
James Anderson (a^od 14yra), 7. H netting 
(&roo* Close. Woolon Rida, Kings Lynn, Nor- 
lofc PESO 3TV. (Preferably aged between 
12-16yrs.|). 

FINNISH a-BIT GROUP: We ere a small 
a-hit group in Finland looking for conlact wdh 
Other groups and individuals All interinalirjn 
and advice vary much appreciated. In, turn 
we wilt sa-nd FO and/or souverrs. We would 
also like to join as many Intemationai duns 
as possible Used bocks, periodicals end 
equipment as well as educational, utilities 
and demo programs most welcome, VYn1& 

10-: Esa Rucho, Kotlkonnuntle & 031,0D94D 
HKI, FINLAND. 

ATARI USERS; My name is Garry and I 
want 1o gel in Icucti wilh ANY Atari user? 
wiih programming ability as J need your hdp. 
Write lo: Garry Smipi, 76 BollieM, Oigimoor. 
Gkolmersdaio, Lancs WNS -9HJ. 


ST CONTACTS: Wamed to exchange help 
and inrlomation on the use ol my new ST 
All letters answered. ■ am also locking for 
Ihe ORIGINALS of any of 1h& BSI DiD 
R P G Anyone got any For sale? Please 
wrle to: Jason Eradwell 157 Crosby float), 
Grimshy, South Humberside DN33 1LY. Tel: 
0472-745@4. 

S-BIT USERS: I would like bo hea r Irom S-toit 
enthusiasts from al- over the world to swap 
hints, games, programs and deas I am 14 
years old and have an S00XL with 1-050 disk 
drive. Plaage write to: % Ulus Mah, Wudems 
Salih flustul. Bey Sofc. Huiur Apt.DIE 
Etikerl, ISTANBUL. TURKEY. 

ANGLQ'SPAMISH B-BIT USER GROUP: 

Anyone interested in joining? Would Ike lo 
contact tape-based users anywhere Has 
anyone got an adventure compiler Oh tape? 
Ail letters answered, Write to Stuwsn Wilds, 
Ci'Payesas 30, 0746 Pcllensa, Majorca, 
SPAIN, 

XL PENPALS; I have an 8DQXL wrlh a 
XCi2 cassette and over i60 games Would 
you like to exchange some ol yours for 
mine? Please write with list. All leiters 
answered. Contact: Dean Chadwick, 136 
Towns!joid Road. Wusthoughton, Nr.BoHon 
BL5 2NT. 

XE-'XL PENPALS: My name a lhab, I have 
an XE cassette-based system. I would like to 
hear from any Xu'XE users anywhere in the 
world I have lots of sotiware and militias 
and wish to swap ideas Please hurry! Write 
lo: lhab Aboudaya, 74 Esher Park. Lucan. 

Co .Dub n. IRELAND. 
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MYDOS 4,50 DISK OPERATING SYSTEM 

£®?SPA RTADOS XF551 CONVERTOR 


l .H0HE FILIHG HUHBGEB / THE PftY OFF dCV /■ ATARI PEnOj 1 


A5YLWA 

HilLC 

BJULTHtH 

BLADE OF BLAdtPPIlLE 
BHIHSTHUF 

CAHTDN CLIMBER 
CLOTHS ARC BALLOONS 
CRYPTS OF I : L HUE AU 
CUirKFDILTE 
cyirdm mas'fhs 
nFB.pi. NE 
DESEBT FRLCQH 
oetmem hlmuil 

U&OllE: HACEfl 
UFALElh 5 EYE 
ENCHAMTER 
F3CJIPF VULCAN ISLE 
EMBC 
FOOD FI CHI 

F-15 cOuawu:riL v sLi 
HBLKLR 
HM^BUL 
HDtLKWQPP HIJIh',1 

IHFiPa 

JFiPERB CREEPERS 
JUMP FAS) 

KIND XfllHUn'S HEIR 
UBYFtNIH 

I JUMP PtBL PPOeHPnUN 
LURKING. HORROR 
NADESE CHltXlN 
NISSILM AB'LHO } 
NINPWHLLL 
HOHPXY MPRHIHP MAh 
MOM If HJ11X3 RFVFHPF 
NOnHMIFr 


RB0BII SHUTTLE ' 
ttOHLUCB 3 PkVFP. 

NR HOEOT JUUP FBCTOflT 
HFWVDBt! CITY 
THE HlGHTMAAt 
CM ON ONE 
U R,LEYS NIBE ‘ 

PXCinC CClXET HHOHWBY “ 
PHANTPM 
POLE rosmoi 
PDOFXN ■ 

PHbrttrOfl ii 

PUXSIMPPP 

PLIEPTPfinBP 

PUESTPBPBE ■ HUMAH TORCH 
BEMM CP IWOSWUIY 
CUT H 1 WSTL NiF 
PHIBTPHOP ICPH DICE I 
PHIhTSHOP ICON Dill II 
HEBEL CHG CHICHXMXIIBX 
BCRXPH 

P*HTFF GBEHWIEB 
VIBICALC 
CXT UECHUE iH 
iHt BODKEEPER 
WABSHIP 
HULA WEST 
BCCERS BRIGADE * 

REPTOR 

RESCUE, AT H CEL 
AlPDCHET 
HIVFH FLUD 
SEA BANDIT " 

SKY BLAZER 
BDPCEROR 
SPEEDWAY BLAST 


BPELLBHERKER 
STMI CROSS 
STELLA SHUTTLE 
Super: iAMDH 
SUHVIVPF. 

SUSteGT 

SUSPEWEO 

SERSTALKER 

3LIIPLHIIHL 
SMASH HITS 6 
SMASH HF5 7 
TAIL UF BEAT L*NAE 
TAPPER 

TRIVIAL I’UHSUII 

TUMBLEBUQE 

ULYSSEE AND FI F FCF 

UP 'H' DOWN 

WAU WAR 

WIJHBRIKGER 

WTHESS 

ZAiiDN 

ZYIH 

2 DHK 1 

JDRK j 

NFOCPM “IMViaiCLUES 
DATASOD BAjSiC COHPlLER 
ATAP.MNI1ER PUIS 
tFJWlXQUS J 
PRIHTSHDP 
TIMFW15F 

FAMILY FIHNCE 


JaFtart nartnBwtHl ■ is njjullil js 
i ::ss:Mc- ind lliXeamllnNian piE 


TEL 101-?31-127E 


mRstEr 
Cftfto . 


8-BIT PENPALS: Waned anyhvherte ,n the 
world I have an 0DDXL, ICnQ tape unit, 

105O drive, 1020 printer and montlo^. I am 
• nterested in all types ol software. Wnle 10 
Barry Archer, 60S Hign Road. Benlleot, 
Essex 5R2 


ST USERS: t am looking for penpals in ihe 
U.S.A. and.' 0 f Canada lo exchange game 
lip&'hlms, Are there any ST users in those 
countnos who are interested? If so. just drop 
me a tetter. Write bo: Keas Maas, Van 
PedasEraat 14. 5622 BG Eindhoven THE 
NETHERLANDS. 


4 UNI M l l^ I Kl E nf i hurtic hriI may l>e umkI by anv genuine Atari 
i'nth us iust tor i uniui ting ol h<‘r fnwncrt- Any notice may be included 
except thihr iFffidng soltHiirv unly fitr calf nr nr lioiiye or thine offer¬ 
ing Items fnr %a]i' cmuntertintly. ihr I iJiinr reserves the right Icurmil any 
notice received at his ilhi rrsion. 

Send your CON I At I notice lo COM .Ml. r.Afil A, p.O. Him S 4 , M of lord. 
A T l fi I UR. Please cvirile ynuf nolice on a Wjhirulv sLiwi nt pupi'F. mil ax 
port nf a lellcr. 



Your programs are wanted as BONUS programs for 
our issue disks. What we need are machine code 
games or utilities that would be too long to print as 
type-in Listings. Programs that have lots of support 
files to read In or things that fill an entire disk. How 
about games that were released commercially but are 
now long gone. If you are the author and have the 
rights you can earn yourself a few bob more. We will 
pay you up lo £100 for BONUS programs depending 
on their complexity and nature. There must be dozens 
of programs out there waiting to see the Light of day, 
so send them to us. 

Make sure your disks are clearly marked BONUS and 
that the programs are adequately documented. Send 
them to PACE 6, P.O. BOX 54, STAFFORD, ST16 


UPDA TE 


CATCH DAY (ISSUE 39): A few more amendments and 
comments on this program have been received from Robert Be 
Letter in Belgium. Robert comments as follows: 

In line 14 a zero is poked into location 729 (no auto delay 
rate). This will not work on the old Atari 400/800 computers. 
Line 976 must be renumbered to 1000 and then the original 
line 976 should be deleted. 

In line 9220 the program reads 223 DATA statements (FOR 
1=0 TO 222) and there are only 222 items in lines 9310 to 
9317 so the first item of line 9320 is added to the FOR/NEXT 
loop in line 9220! Line 9220 must be changed to FOR 1=0 TO 
221 . 

PRO GOLF (BONUS ON ISSUE 39 DISK): A letter 
from M„ L Bennett in Surrey solves a little problem with this 
game which we knew about but were not sure whether it was a 
'feature' or a bug! If you slice a ball., it sometimes flies off 
backwards at high strength but this can be amended so that it 
is sliced at an angle of about 12 degrees and at only a propor¬ 
tion of the strength selected, just add a couple of brackets to line 
360 amending the line as follows 

360 EP IMP< 14 OR IMP> 10 T5JEN ? 11 SLICED": 
STR=mT(STR-STR/(RTnXQQ;>*Q3+QD): DG=BG-1 2 : 

IF EMF> 16 THEM DG=DQ+£4 

Mr Bennett goes on to say that the GOLF program is the best 
game he has ever played. We don't disagree with that! . 
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This issue, the serious stuff. Amor have a new data¬ 
base program to compliment Pretext, stiff the finest 
ST word processor, PRODATA includes ail the stan- 
dard features of a database and has the added 
facility of being totally compatible between the ST 
and PC versions. Arnor claim that you can simply 
take the disk out of your ST and insert it in the PCI 
Price is £79.95 but you might just catch it at the 
introductory price of £55, Software Express mean- 
white have an excellent point-of-sale package called 
CRJCJT which will enable any small business to have 
full stock control, invoicing and customer records 
with a standard ST, The software can read and 
create barcodes and, as shown at the PC Show, it 
was very impressive and looks like being something 
any shopkeeper should consider. Price is £249 plus 
VAT and you can get further details from Mike Jones 
or Peter Fellows on 021 643 9100, FONT DESIGNER 
is a new top quality program that allows users to 
design new Postscript fonts as well as logos and 
symbols. The program wiil also convert to GDOS 
fonts, Maybe a little specialised but a top quality 
serious program , If you are interested contact Barry 
Parkinson of PCG Computer Software on 0229 
36957, Fast Technology have a little product called 
TURBO 16 which incorporates a J6Mhz CMOS 58000 
CPU together with 32k of cache memory to provide 
significant speed improvements on all ST and MEGA 
machines. Over 60% speed improvement is ciaimed 
on all types of software but it wilf set you back a 
hefty £299, Details from FAST Technology on 0734 
764933. On the Education side a new package is due 
called PLAY AND READ which comes compiete with a 
set of five reading books and a story cassette. The 
program has been available on the BBC for some 
time and has been extensively used in schools where 
the success rate in teaching slow to iearn pupils is 
said to be very high. Prisma Software have many 
testimonials from teachers regarding the success of 
the program and, in bringing it to the ST, hope to 
encourage parents to help their children at home. 
Further details can be obtained from Jason Saks bury 
at Prisma Software, P.0. Box 211, Chester, CHI 
3NJ, Telephone 0244 26244, Frontier Software 
have, meanwhile, dropped the price of its Xtra-RAM 
memory upgrade kit to £299.95. a saving of £100. 
This new board wiil expand any ST to 2.5 Mb and the 
MEGA 2 up to 4Mb. Just the job for those who might 
want to run fire Ultrascript option on the new Fleet 
Street Publisher - we might have to send in an order 
soon! Frontier can be contacted on 0423 567140. 







































INVENTORY CONTROL . 
at CASH REGISTER PRtCESr 


BAR CODE 4 PLUSHM!! 

CRICIT is an integrated Cash Register^ 
Inventory Control package. For the price of a cash 
register, you can own the complete Bar Code Ready 
CRIC1T System.. 

* Complete cash register functions 

. Flexible inventory control for 65,500 products 

* Daily, period and yearly reporting 

* Price/pro duct labels with optional bar code 

* Reads bar code directly from packaging 

► Coupon issue and redemption (fixed or % of sale) 
♦Customized receipts, inventory and reporting 

* Ready-to- mail purchase orders with automatic 
re-order calculation 

* Commission calculation for 15 sales clerks 

* Mailing lists in list and label formats 

- Lay-a ways, auto*discounts, stock searches 

* Categories, departments, non*stock items 

* Between-store reporting via modem 

* User-friendly error correction and training manual 

£249 + V.A.T. 

SOFTWARE 

EXPRESS !!! 1 

computed systems ltd 
212-213 BROAD STREET. 

BIRMINGHAM, 615 l/tf 
Telephone: 021-043 9100 
TeteFax: 021-643 8358 
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Dealer Enquiries Welcome. 




! NOW AVAILABLE 

CLIP ART 2 

«*iiuuunwwwwruttttmuumttmmw 

for use with Fleet Street, Timeworks, Easy-draw, 
1st Word Plus, in fact any ST desk top publishing 
or layout program 

Hundreds MORE images on four 

disks in compressed format with 
full instructions on conversion 
to use in the most popular prog¬ 
rams on the any ST computer 

Ah images are in the public domain 
and may be freely used - many are 
ported over from the MACINTOSH - ^ 

subjects include general, animals cartoons, 
borders, headers, classic art, whimsy, holiday, 
symbols and much more - give your work real class! 

FOUR DISK collection just £10! 

CLIP ART COLLECTION 1* still available at £10 
Ask tor CLIP ART COLLECTION 1 or 2 available only from 

PAGE 6, P.0, BOX 54, STAFFORD, ST16 1DR 

P&y by cheque/postal order. Access or Visa 
Telephone orders welcome on 0785 213928 

Manv other general public domain disk* are available from 
the PAGE 6 ST LIBRARY, please ask lor a copy ot our catalog 
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MtTH TEMSTAK PAC* 

£399.aft 
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PLEASE NOTE - 

CASSETTE VERSIONS 

UtLL BE AVAILABLE ON 

REQUEST 


ATARI ST WEU RELEASES FROM 3.WARE SOFTWARE - &.&T7ES 


PEN 3-JIN 
BELLY BOUNCE 


E 19-99 
i 4.90 


SUPER CARD 
JUMP -TACK 


t 2A.95 
E 4.99 


ATARI: ST EDUCATIONAL FROM E.UARE SOFTWARE. - 0. BYTES 


E. SPELL * i 4 **^ 

PLAV SPELL E 14,95 

COHSUlCTtOF* SET i 9-95 

BLRDS PATA DISK 2 £ 9,SS 


g.BASE 2 Vtft k.S £14.95 
K3D50FT NATHS £ 1*.9S 
ANIMALS DATA PISK I ? 9.9S 
B.SPELL * CONST SET £ 19-R5 
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Mini Office Professional 

Presentation Graphics 




I n issue 39 I gave a 
cautious thumbs-up to 
the first two modules of 
the Mini Office Professional 
range. This month „ I have been 
looking at the latest release - 
Presenlalion Graphics, Presen¬ 
tation Graphics (hereafter PC) 
comes in the same style of 
small box, containing a ring- 
bound manual and two disks. 

One of the disks, in addition to 
the utilities common to all the 
series, contains the mono¬ 
chrome resource file. The other 
disk contains both the program 
files and sample data fries 
which are useful For familiar¬ 
isation, The manual is of simi¬ 
lar good quality to the others. 

Mini Office PG is aimed at the 
person who wishes to present 
numerical data using graphs. 

PG allows you to load in 
spreudsheet data files, or create 
your own, and then display 
them using one of five types of 
graph. You can choose from: 

Bar or Pie charts or Area, Line 
or Scatter graphs. Each of these 
has many options. If, for inst¬ 
ance, you wished to create bar 
charts to display three figures 
for comparison, you could have 
the bars side by side, stacked on 
top of each other, or drawn '3 dimension- 
ally'. You can configure the colour and fill 
pattern with which they are drawn, axis 
labelling, scaling and the display of a grid. 
Patterns can be chosen from 100 prede¬ 
fined ones, which include such designs as 
cats, cake slices and hearts. If you do not 
find one to your liking, you can define 
your own. 

DIFFERENT TYPES 

Database have done a lot of thinking 
about the possible types of graphs, and 
have covered many common requirements. 


Title: 

Mini Office 


Presentation Graphics 

Publisher: 

Database Software 

Price: 

£2495 

Reviewer: 

Matthew Jones 


Since you have on hand the ability to 
create many different plots, they have 
thoughtfully included a table to help you 
decide which are best for particular pur¬ 
poses. A check-list of all the items you 
should have included is also helpful, 

A basic graph will probably not convey 
the complete message, so after you have 
created your graph you move over to the 
Art Screen, This (under-documented) facil¬ 
ity allows you to add text:, basic graphics, 
and a pattern key to your graph, The key 
facility is especially useful when labelling 
Pie charts, which do not have automatic 
labelling. If these basic art facilities do not 
satisfy you, then you can do further crea¬ 
tive work in other graphics programs since 
PG saves using the standard PI2 or PI3 
format (according to the graphics mode - 
it works in both colour and mono). As 
added flexibility, PG will plot the graph 
restricted to a portion of the screen, so that 
you can plot up to four graphs to the same 
screen. By leaving an area blank, you can 


use it for writing your message. 

Once you have your finished 
graphs, you will want to show 
them to an audience. To help 
you with this, PG will either 
print your screen in one of 
three sizes (5,5" x 5,5", 7" high 
x 1ft" wide, or 7" high x 9 " wide 
on my Epson), or it allows you 
to build up a slide show. The 
slide facility is aimed at both 
live presentation and standing 
demo. The latter is supported 
by a timer, to specify the delay. 
The former uses the mouse but¬ 
tons to allow you to step for¬ 
ward or backward through the 
'slides'. Personally, 1 would like 
to see an additional cut down 
version of this program which 
just did slide presentation. As it 
is., you must ensure that you do 
not go past your last slide since 
it will leave your audience 
looking at the distracting con¬ 
trol windows, 


CONCLUSION 


Mini Office Professional Pre¬ 
sentation Graphics is not what 
I would consider a full presen¬ 
tation graphics program, since 
it does not give good support 
for straight text slides. You can produce 
text but there is no auto-alignment avail¬ 
able, Since PG uses a standard file format 
which other programs could create, it is 
not, however, a serious drawback. There 
are a lot of different modes in the prog¬ 
ram., allowing you to enter data, select 
groups for graphing, and moj^ but they 
are well designed and easy to move be¬ 
tween, Neither PG nor any of the other 
Mini Office programs have ever crashed 
on me, which for a first release shows good 
programming and careful design. Asa re¬ 
sult, Presentation Graphics is a program 
that is well worth buying if you have any 
numbers that would be easier to under¬ 
stand as a graph - whichever style you 
fancy. 

Review by 
Matthew Jones 
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HiSoft C 

, < 

Finding C too cumbersome or difficult to learn? 
Steve Pedler has discovered a version that makes it easy 



C is o com pi let] language, To pro¬ 
duce a program, you type it in 
using u text editor, the text is 
then converted into machine language by 
the compiler aitd r to produce a working 
program, this must then be linked to a 
pre-written library of functions by a sepa¬ 
rate program, the linker. Only when you ’ 
have done all this can you actually run 
the program, and if it doesn't work you 
hove to go through the same edit- com- 
pile-link cycle all over again 
This process will have put off many peo- 
pLe who would otherwise Like to have 
learnt C, For this reason HiSofTs new C 
interpreter (from the French company Lori- 
dels) is to be welcomed. This version of C 
functions just like a BASIC interpreter, you 
type in your program and when complete 
lust select J Run J from the drop-down 
menu, No compilation, no linking and if 
an error occurs you arc simply returned to 
the editor, 

THE PACKAGE 

HiSoft C comes on two single-sided disks, 
one containing the interpreter and associ- 
ated files, and the other help files, source 
code and examples. The editor and inter¬ 
preter are fully integrated and the libraries 
are memory resident so do not have to 
loaded when your program is run. There is 
a thick (339 page) spiral hound manual 
which has a useful section for newcomers 
to C. The manual is generally very good: it 
has been translated from the French and 
contains a certain amount of Gallic 
humour which thankfully is not too intru¬ 
sive (see page 14 of the manual for u good 
example]. It does contain a number of 
spelling errors and the occasional mistake 
but this should not cause problems. 

The editor is hilly GEM-based and quite 
good. It is not as good as Tempus (few 
editors are) but is better than many pro¬ 
vided by compiler publishers. Among its 
features is the ability to contain up to 
eight programs ('modules') in memory 
simultaneously, These can be treated as 
entirely separate programs or as one large 
program, thus allowing you to build up 
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libraries of frequently used code. The edi¬ 
tor hus an auto- indentation feature - 
when entering code for 'if or 'while' loops, 
it will automatically indent the code in 
these loops and provide opening and clos¬ 
ing braces. Usually this is very helpful, but 
on occasions it can. prove a real pain in 
the neck, especially when you decide to 
enclose some already written code in a 
loop. Simple syntax checking is also pro¬ 
vided, the editor will not let you leave a 
line containing a string without both the 
opening and dosing inverted commas, for 
example, 

HiSoft C does have one or two problems. 
The main one is that the program will not 
run in low resolution, This means that 
those users who do not have access to a 
compiler will not be able to write low re¬ 
solution programs at all. The 
maximum line length is only 
127 characters, which is rather 
short if you are typing in long 
strings, although It is easy 
enough to work round this 
problem. Finally, the editor 
saves programs in its own file 
format - not ASCII - which 
obviously causes problems if 
you subsequently wish to com¬ 
pile a program, To get round 
this, the editor can be switched 
into 'text editor' mode which 
will load HiSoft C files and resave them in 
ASCII format, but while in this mode you 
cannot run the program! 1 cannot help 
feeling this is unnecessarily complex. 

THE INTERPRETER 

This is a pleasure to use, although just 
clicking on 'Rum' and seeing it happen is 
very odd at first if you are used to a 
compiler, i he version of C implemented 
here is almost u full K&R C, with one or 
two minor differences. The main one i 
found is that global character arrays can¬ 
not be initialised outside a function, while 
local arrays can be initialised inside a 
function - both directly contrary to K&R. I 
suspect this is due to the very different 
demands of an interpreter as opposed to a 
compiler. 

The libraries provided are extensive and 
include all the usual C functions plus GEM 
and TOS routines (the latter built directly 
into the interpreter rather than as macros 
obtained with the osbind.h header file as 
is usual with a compiler). There is ulso a 
GEM 'toolbox' 1 designed to make program¬ 


ming GEM easier; the source code for this 
is included and may be modified or com¬ 
piled. The libraries are said to be almost 
completely compatible with Lattice C and 
this does appear to be the case. There are 
some very good and easy to use debug 
facilities provided and the interpreter traps 
the TOS exceptions so that crashing the 
machine with bombs on screen should 
occur much less readily. If desired, com¬ 
piled C. and assembly language modules 
may also be incorporated into your 
program. 

The manual says that it should be 
straightforward to compile programs writ¬ 
ten in HiSoft C, From personal experience 
this is certainly true, I had no difficulty 
making the small changes necessaiy to get 
my Lattice compiler to accept programs 


written with the interpreter, Programs can 
be ported in reverse direction as well, but 
HiSoft warn that this may tie more 
complex. 

CONCLUSIONS 

The principle advantage of this system is 
the short development time and interac¬ 
tive debugging it makes possible, I think 
this should considerably increase produc¬ 
tivity and make program writing; more en¬ 
joyable. It does have some disadvantages. 
Programs written in HiSoft C will invari¬ 
ably run slower than their compiled 
equivalents (a problem inherent in almost 
any interpreter) and it will not produce 
,PRG files executable from the desktop - 
the interpreter must always be in memory 
if you want to run a HiSoft C program. 
Nevertheless, beginners to C will find it less 
of a culture shock than using a compiler 
for the first time, while more advanced 
programmers will appreciate the speeded- 
up development time and debug facilities. 

1 can heartily recommend this program, 
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ATARI ST SUPERDEALS 


A 


Sixteen Bit Superdeals from the Sixteen Bit Specialists ! 

CUSTOMERS PtEASE NOTE! Wh«n comparing prices remember ours include fast delivery by courier. 




520 STFM Power Pack 

£ 359.00 

Inc- VAT and Next Day Delivery 

Power Pack includes: 

520 STFM 512K Keyboard wish Buill-irn i Megabyte disk drive and TV 
Modulator 

Over £550 wortti of games software, including QutRun, Gaunllel 2, 

RType. Spare Harrier, Super HangOn and 16 more Top Games 
Organiser Business Software including WORD PROCESSOR, 
SPREADSHEET and DATABASE. 

First BASIC and First Music Utility Software 
FREE JOYSTICK AND FREE MOUSE MAT WORTH £4.95 
All leads,, manuals PLUS MOUSE and free mains plug! 
REMEMBER? Many ST's do not come with BASIC - ours come with 
ST BASIC REV D by Metacomco. 


FFM Expl 

£279. 


00 


* Explorer Pack Includes 52QSTFM512K Keyboard with built-in 1 Megabyte [>sk 
Dnve emd TV Modulator 

* 1 FREE Same. ST Tutorial and METACOMCO Basic worth £25.00 

* All Leads, Manuals PLU-S MOUSE and FREE Mains Pug' * Free mouse mat worth £*.95 


1Q40STFM Ultimate Ait Pack 

£ 439.00 


* Incudes 1 msgaoytB keyboa r d pftus Hypa r draw. H 
Software, Fifsl Basic E&O Voucher toward 3 Atari Win 


ini. Organissr Business 
Camas and M&lacomoo Basic 


1040STFM Business Pack 

£ 439.00 

Business Peek includes: 

* Atari 1D4QSTFM Keyboard with 1 meg memory and l neg built- In disk drive 
plus TV modulator. 

* £335 worth, cl Business. Software nSuding MICROSOFT WRITE wore proo«30 r |£l 50 1 
SUPERBASE PERSONAL DHitofl iCSCj «; VIP PROFESSIONAL Lotus 123 
Spreadshael dons (C150|. Metaccmco Bask- -^25.00) 

* All leads, manuals and mouse 


MEGA 1 BUSINESS PACK 

£ 529.00 

Features; 

* Separate Keyboard and System Unit 

*■ All the Software included with 1D40 STFM Business Pack. 

* Bluer chip iesiafied tor faster graphics 

Inc SMI 24 Mono Monitor..£62fl,W 


ACCESSORIES 


Quickstiot l! Turbo Joystick.£9.95 

Competition Pro 5000 Joystick....£13.95 

Compelftiori Pro with Autofire.£14.95 

Konij Speeding Joystick.£11.95 

Red Mouse Mat with Amiga logo £5,95 
Plain Mue Mouse Mat ..£4.95 


Branded Memorex 3.5" D5 DD Disks 

Box of 10..£13.95 

Memorex Disk Box 

For 40 3,S F Disks.£8.95 

Amiga 1/2 Meg Expansion .£119,95 

Control Centro Atari or Amiga..,,.,£39.95 


Contriver Artiiga and ST Mouse with FREE Holder and Mouse Pad £20.95 


PRINTERS 

Star LC24-10 24 pin incL lead ST/Amiga..........£259,00 

Star LC10 including imterface lead for ST/Amiga...£169.00 

Star LC10 colour including interface lead for ST/Amiga.....£219.00 

Citizen 120D including interlace lead for ST/Amiga ..£159.00 

SEIKOSHA SO COLUMN PRINTERS - AMAZING PRICES 

Seikosha 9 pin NLQ Including interface lead for ST/Amiga_£139.00 

Seikosha 24 pin LG including interface lead for ST/Amiga., £239 00 


Amiga A500 BAT Games Pack 

£399.00 ^jjT^ 

Inc VAT and Next Day Delivery 

BAT Games Pack includes: ■——^ 

* Amiga A500 512K Keyboard with Built-in 1 Megabyte disk drive, 

A- Free TV modulator worth £24.99 allowing you to use the Amiga with 
a normal TV. 

A- DELUXE PAINT I! and PHOTON PAINT Graphic Packages 
WORTH over £1001 

A FREE, only-just released BATMAN - THE MOVIE games software. 
A NEW ZEALAND STORY arcade games software. 

A FI 6 - INTERCEPTOR - amazing 3D flight simulator software. 

A A further £230 worth of Games Software, including BUGGY 
BOY, MERCENARY, BARBARIAN, WlZBALL 5 six more games. 

A FREE MOUSE MAT worth £4.95 

A Amiga BASIC, Amiga EXTRAS 13, Woddbendh 1.3 PLUS the 
Amiga Step by Step Tutorial. 

A All leads, manuals PLUS MOUSE and mains pA*g! 


Amiga A500 Business & Games Pack 
£459.00 




* includes everything in cur Amiga Games Pack PLUS a Comprehensive 
Suite of Business Programs including. Scribble ti WORD-PROCESSOR, 
Analyze II Spreadsheet and Organise Database. 


AMIGA 1 MEG! 
£499.00 


Announcing the new Amiga 1 meg-an A5GQ system with fitted 1 
megabyte memory expansion and dock card PLUS TV Modulator 
AND DRAGON’S LAIR a six disk 1 meg megagame! 

AMIGA 1 MEG + 

£519.00 


Our Amiga 1 meg + also includes [he £230 worth of games software 
normally given with our A5QC Games Pack. 


EXTERNAL DISK DRIVES 


Atari SF314 1 Megabyte.... 

Amiga A1O101 Megabyte........ 

Cumana 1 Megabyte Atari or Amiga.. 

NEC 1 Megabyte Atari or Amiga ....... 

Atari Megafile 30 Hard Disk......,,...,.,.... 

New! Commodore AJ590 20 meg hard disk.....£369,DO 

A590 Hard Disk + Memory Upgrade installed......Phone 


.£139.00 
.£139.00 
...£99.95 
. £89 95 
.£449,00 


MONITORS 


Commodore Amiga A1084 Stereo colour Monitor inc lead.. 
Atari SCI224 Colour Monitor inc lead. 

...£239.00 
,.,£249 00 

Atari SMI24 Mono Monitor including lead. 

Philips CM8833 stereo colour monitor inc. lead for ST or Amiga 

...E10A00 
...E229.0O 



CREDIT CARD ORDERLINE 0908 378008 n 

To tinier: either call the credit card order line above with yflur Atcess/Visa credit card details or make a cheque, ''PQ payable to Digicom Conputet Services Llfl, 
and send it with your order to tlto address below. We’ve moved lo larger premises - Callers most welcome! 

DIGICOM 

Unit 36, lUharfsitie, Fenny Stratford, MILTON KEYNES MK2 2AZ 

All prices include VAT and next day delivery by courier 





























































































MUSIC 


WITH YOUR ATARI 


John S Davison’s 
regular guide to 
all the ways 
of making music 
on your favourite 
computer 


W ant to make music with your computer? If 
so, this new regular feature should bo of 
interest to you. It takes over from the 
'MlPlot's Guide to Music Making" concluded 
in the lost issue., and is designed to cover any 
•aspect of making music with a computer. Although MIDI 
now plays a leading role in musical applications on a 
computer, I don't intend to concentrate exclusively on 
that topic. In fact, if it's music related I'll be happy to 
include it here - whether 5T or S-bit based! 

In future issues I'd like to cover the topics YOU arc 
interested in. Please feel free to write to me care of Page 6 
Publishing (see Contents page for address) with sugges¬ 
tions for things you r d like to hear about, or with any 
music related questions or problems, I can't guarantee to 
know the answer to everything, but I'll do my best to 
help where possible. If you'd like o personal reply PLEASE 
enclose a stamped, self addressed envelope with your 
letter, 

BARGAINS GALORE! 

There couldn't be a better time to get started in the 
wonderful world of MIDI music making. As I write this 





Yamaha are busy introducing new home keyboard and 
synthesiser products into the shops and are offloading 
remaining stocks of last year's models at crazy prices. 

For instance, I've recently seen the PSS-48Q and PSS-68Q 
keyboards on sale for £99 and £129, over a third off 
their normal prices! They've been replaced by the PS5- 
5 SO and PS5-78Q models, which are virtually identical 
to their predecessors apart from cosmetic detail and a 
few changes to the automatic rhythms. I've already 
sung their praises in the MIDIot's Guide so I won't 
repeat it all here. At these low prices they're irrcsistabld 
Further up the range there are similar whopping re¬ 
ductions on models from Yamaha's PSK and DSR series, 
with savings of up to around £200 depending on the 
model Again, they've been superceded, but this time 
by completely new models. The newcomers use a new 
form of synthesis technology called DASS (Dual 
Architectural Synthesis System), which uses a mixture 
of digitally sampled sound together with an advanced 
version of Yamaha's FM (Frequency Modulation) synth¬ 
esis method. Whatever it's called it produces some very 
nice sounds, to my ears anyway!, 

If you want to move out of the self contained 'home 
keyboard' area and get something a little more profes¬ 
sional, then models from the YS and DX synthesiser 
series could interest you. These have none of the 'fun 
features' of the home keyboard, Le no automatic 
rhythms and accompaniments, nor do they have built-in 
amplification facilities. Their FM technology may be old 
hat by today's standards, hut they're still capable of 
producing stunningly beautiful sounds. As an example, 
the YS-100 has just been cut from £599 to £349, and its 
bigger brother the YS-200 is down from £699 to £449. 
There are a few Casio keyboard bargains around, too. 
Most notable is probably the discontinued CZ-2305 home 
keyboard, now selling for just £119 m a number of 
specialist music stores. I don't believe it's as good as 
Yamaha's P$S models mentioned above, but some people 
prefer the Casio sound to Yamaha's. It's worth a listen if 
you can find one. 

Not oil music stores are carrying these offers, so you 
might have to search around to locate them. Your best 
bet is to read the adverts in specialist music magazines 
such as Music Technology or Sound On Sound. All the 
big companies advertise their special offers here, so 
they're a good place to start. 

GK, I'll come dean. I just couldn't resist Yamaha's 
offerings, so S'vc added a YS-200 to my trusty PSS-6&Q on 
which I've served my MIDI apprenticeship for the last 
year or so. It's now connected to the ST along with the 
PSS-680, and first impressions are that I've entered a 
whole new ballgame! I'll tell you more about it next 
time. 

THOSE SHOWS! 


It's currently fashionable to moan about computer 
shows, but one of the great things about attending them 
is discovering unexpected bargains. The downside to- Lhis 
15 that it usually results in a severe pain in the wallet! 

I've long been a fan of Steinberg's legendary musical 
application software for the ST, but the high prices have 
always kept me at bay. Until the last Atari User Show, 
that is! One of the stands was selling the Steinberg Pro-12 
sequencer for £49.99 instead of its normal price of 
around £130. OK, so it's a cut down version of the 
Pro-24, but real Steinberg quality for less than £50? 
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Unbelievable, but true! 

I've been using Pro-12 for a couple of months now, and 
I must say it s living up to expectations, give or take the 
odd bug. After happily using Activision's Music Studio 
(which T still like as an inexpensive step-time sequencer) 
the change to real-time sequencing with Pro-12 was 
something of a culture shock, However, it also has step- 
time facilities so you cun continue using this method of 
note input if your musical keyboard skills aren't up to 
playing in real-time! 

While we're on the subject of shows you may be interes¬ 
ted to hear that plans are afoot to mount a specialised 
show aimed at the MIDI enthusiast! Westminster Exhibi¬ 
tions Ltd. have just announced that the MIDI Music 
Show will take place in London at the Novotel Hotel, 
Hammersmith on 7-S April 1990. Ifs aimed at both 
amateur and professional musicians involved in electro¬ 
nically produced and stored music. It sounds as if this 
will be a major event for everyone interested in MIDI, so 
note it in your diary now. 

LEARNING HOW 


If you're REALLY serious about learning how to use 
computers for composing, performing, and recording 
music then you may be interested in a company called 
J Dutycell Ltd/ Ifs run by Danny Brunton, a professional 
computer programmer and MID! specialist, who's recent¬ 
ly been working with UB4Q In preparation for their next 
album. Dutycell are currently advertising a couple of 
MIDI courses designed to provide you with basic theory 
and practical experience of MIDI instruments and com¬ 
puters. 

The Basic MIDI Course costs £160 for two days tuition, 
and is aimed aL musicians and trainee recording en¬ 
gineers who need to acquire basic experience of using 
computer driven MIDI instruments. It consists of three 
major topics: MIDI, computers, and sequencing. Basic 
theory and terminology of the respective topics are dealt 
with, followed by practical aspects of recording, editing, 
and playing music using a master keyboard, synthesiser, 
and drum machine - plus an Atari ST running appropri¬ 
ate software, of course! 

The Advanced MIDI Course costs £240 for three days 
tuition, and is designed for those already familiar with 
MIDI equipment who wish to know mare about the 
technical details of MIDI, sequencing, sampling, and the 
use of computers for advanced MIDI applications. It 
covers details of most of the MIDI message types, Includ¬ 
ing such things as MIDI Time Code and Song Position 
Painters, The sequencer section covers topics such as use 
of MIDI Files, System Exclusive Data Dumps, drum 
machine programming, and SMFTE synchronisation. 

The sampling section covers the operation of a sound 
sampler, including the loading of samples? making sam¬ 
ples from scratch; filters, envelopes, and loops; and man¬ 
agement of voices, banks, and keyboard setups. 

f’ve not been on either of these courses, but they sound 
quite good, if a little pricey for the amateur. If you want 
more details contact Danny Brunton at Duty cell Ltd., 21 
Argyll Mansions, London W14 8QQ (phone 
01-603-9014), 

[f funds don't run to professionally run courses, then 
you c-ould always educate yourself by reading a few 1 of 
the many books now on sale. These are available on all 
aspects of computer based music making, from basic- 
information on MIDI through to writing your own MIDI 


A. Penfold, a prolific author on electronics and computer 
topics for many years, lie's recently started writing about 
computer based music, and already has several volumes 
to his credit, 

The first is called "Computers and Music", published by 
PC Publishing (ISBN 1-670775-07-4) and costs £7.95. It's 
aimed at the complete beginner to computing and MIDI. 
Its 174 pages lead you gently into the world of computer 
based music, covering computer basics, storage media, 
ports and peripherals, "real computers' (including details 
of the Atari ST, amongst others), MIDI, music software, 
and MIDI instruments. It also has a 19 page glossary 
which clearly explains all the jargon you're likely to 
come across, plus a detailed index to help you find your 
way around. It's good value, especially for the musician 
contemplating making his first foray into the world of 
computers and MIDI. 

The second book is ‘Musical Applications of the Atari 
ST's', published by Bernard Babani (ISBN Q-85934-191-7) 
at £5.95, This one s written specifically for the ST, and 
assumes you already have a basic grasp of how the 51 
works, The first chapter does give a detailed description 
of the ST's internal sound chip and how to program it, 
but after that the accent is heavily on MIDI. Its 90 pages 
cover MIDI connections, MIDI modes and messages, 

MID! application programs, ST MIDI Add-Ons, and MIDI 
processing. Also included are plans for simple MIDI 
accessories you can build yourself, and sample BASIC 
program code for MIDE data manipulation (such as 
channel shifting and harmonising). This is the book to 
buy if you understand computers, but want to know 
more about MIDI 

STOP PRESS! 


I've just received a diskful of ST MIDI software designed 
for use with the Yamaha RSS keyboards! This was written 
by David. Gymer of Louth, Lines., and was sent in re¬ 
sponse to my plea in the last issue for software of this 
type. David has written a Patch Editor, a System Exclu¬ 
sive Librarian, a Drum Machine program, a Guitar Tabl- 
ature Sheet Printer, and a MIDI demo for Oiry Osbourne 
fans! The Patch Editor allows you to get at far more 
sound generation parameters than the nine available 
from the PSSs front pun el, opening up a whole new 
world of sound for the PSS owner! 

Not content with this, David has placed all the software 
in the public domain, so It will appear shortly as a Page 
6 PD disk. Unfortunately, there fust wasn't enough time 
to try it all out before the copy deadline. Full details will 
be in the next issue. 

That's it for this time, Don't forget to write in with those 
suggestions and queries. And If you go looking for some 
of those bargains - happy hunting! * 


The PACE 6 PSS DISK containing the Patch 
Editor , System Exclusive Librarian and other 
utilities mentioned together wiffc a number of 
Mime Studio songs specialty arran< 

Yamaha PSS series is ovaHafrfe from PACE 6 
PV BUSHING, P.O. Box 54, Stafford ,, ST 16 WR 
195. 
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ADVENTURE 



INDIANA JONES 

& THE LAST CRUSADE 

The Graphic Adventure 



Y ou've read the hook, seen the film., 
no doubt played the arcade game 
.... and even if you haven't here 
comes the Adventure Game! It is very 
slightly advantageous to have seen the 
film but certainly not necessary as, 
although the plot is relatively similar, 
many new additions have been incorpo¬ 
rated by way of logical and sometimes 
devious., puzzles and there's certainly 
enough here to keep the adventure fans 
busy for many nights. 

The packaging consists of SIX single-sided 
disks, a copy of The Grail Diary (which is 
not exactly CLEARLY written!), booklet of 
translator tables and a special red acetate 
strip viewer, the latter being necessary to 
read certain random codes from Indy's 
notebook when prompted. You have just 3 
chances to get it right or the game will 
proceed in so-called 'demo mode' 1 (Save & 
Loud features disabled) and vital informa¬ 
tion and dues will be missed as the game 
progresses. This is a common copyright 
protection procedure and it certainly 
works! 

Your quest, as Indiana lanes, is to seek 
and rescue your lost Father, Henry, and 
locate the genuine Holy Grail before the 
Nazis seize it for the Fuehrer treasure col¬ 
lection. Some characters will help you an 
your travels across Europe and some will 
positively impede you - one lady in parti¬ 
cular is a wolf in sheep's clothing! 

The adventure is entirely mouse-control¬ 
led - with the exception of the fight scenes., 
where defined keys are used - and the 
player selects the input/action from a table 
of key words and actions below the 
graphic display window and combines 
them with other words or items to con¬ 
struct the required input, Where the oppor¬ 
tunity to talk to other nearby characters 
arises, so the 'TALK 1 icon will be highlight¬ 
ed, and the 'TRAVEL' icon likewise becom¬ 
es available when and where appropriate. 
The use of other defined keys in place of 
the mouse is optional but 1 think you'll 
find this option more confusing! Current 
inventory is displayed in contrasting col¬ 
ours at the bottom of the screen, 


1 Title: 

INDIANA JONES k THE 


LAST CRUSADE 

1 Publisher: 

IF ,$, G old/ Lucas fi 1 ms 

1 Price: 

£19,99 

1 Reviewer: 

John R, Barnsley 
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A useful tip whilst 
finding your way 
around each loca¬ 
tion and looking 
for suitable objects 
is to select the 
'WHAT IS' 
and move the cur¬ 
sor cross around 
each scene - not¬ 
able objects will 
thus became high¬ 
lighted on the 
command line, 
sometimes allow¬ 
ing you to man¬ 
ipulate them. 

There is a fair amount of scenery, though, 
so be prepared for a long session! 

Before seriously attempting to solve this 
adventure, TWO important aspects must 
be understood. Firstly, your Father's Grail 
Diary, which you will find buried beneath 
the regular post in your office, is an essen¬ 
tial aid in understanding the majority of 
the puzzles encountered, You will be 
allowed to look at this diary at selected 
locations and be subsequently presented 
with a full-screen view of two of it's pages 
which will yield vital graphic, numeric 
□nd poetic clues, although somewhat cryp¬ 
tic. Secondly, a good work-out in the Col¬ 
lege Gymnasium is good training for fu¬ 
ture fightsl (Read your game instructions 
to take full advantage of this training). 
There are many 'set pieces' - as I like to 
call them ■ where the program goes off on 
it's own for a while, but once you have 
seen them, pressing the ESCape key will 
cut them out and speed things up some¬ 
what .... which leads us neatly into the 
major criticism of this software, SLOW¬ 
NESS OF PLAY! Not only is the adventure 
spread over six disks but different sections 
of some scenes/events are further spread 
over several disks. This wouldn't be that 
bad if we hud something to watch on the 
screen while all this disk-swapping/load¬ 
ing was going on, but NO complete 
blackness! lust as the drive finishes load¬ 
ing in the next part you are prompted to 
insert yet another disk. Whilst checking 
this game out for the first time, I had all 
six disks spread over the back of the com¬ 
puter with two 'SAVE' disks as company 
and, to be quite honest, I lost track on 
more than one occasion of what I was 
doing in the adventure! 

SAVE and LOAD routines are relatively 


easy to carry out yet I cannot understand 
why, when Loading in a restored game, 
EACH DISK - from which different parts of 
your saved game came has to be loaded in 
separately. On one occasion, whilst restor¬ 
ing a game, I had to change disks six 
times: 3, 4., 5, 2, 5 and finally 4! 

However, having expressed my personal 
disappointment of it's implementation, 
there is very little else to fault this game, 
The puzzles are many and varied, requir¬ 
ing the combination of more than one 
object on some occasions, The animation 
is neat and effective though not as refined 
as, say, the Latest Sierra games (though it's 
more puzzle-orientated). Pleasant music is 
included and this ties in nicely with 
appropriate scenes. Them is also a libera] 
sprinkling of humour to ^savour as you 
progress. 


STARTER’S TIPS 

• Work out In the College GynuwUJiJJm to 

art din peak fitness. 

• To deal with the students blocking the 
door to your Office, select the sentences 
which Inform them rhafyou will see 
them irr strict order. 

it Pkk up the funk Mail, Letters and Papers 
from your desk to find a useful package, 

• The far can be opened hut not moved , so 
bring a 'sticky' problem here to be 
'solved', 

• Use I he Office window lor future access. 

• After Fhtwrlng Walter Donovan,. TRAVEL 
to Henry's house. 

• Pull the toppled bookcase and look on the 
hock for the key to another problem, 

• Use the smvfi picture In Henry's bedroom 
as a future finite', 

• Try to fake the tablecloth to gel (he small 
plant pot moved. 

• The chest will only open if you hare 

solved' that sticky problem earlier! 

• Now vou con TRAVf.t. to Venice . 

^— 1 ■■ . . 












































Ladbroke Computing 

In tern a t tonal 

"The Country’s Leading 16Bit Specialist" 






Qrmskirk Road, Pres ton, PR I 2QP. 
Open Mon. - Sat. 9:30 am to 3:00 pm 
Lit,infer enquiries welcome. 


You Cant Afford to Shop Elsewhere Ail Prices Inc. FAT 


4 f“U "w™l to compiltf uitri from their pMmlu* tr. 3S t>mskirl hui Preilcn. Sew from Ihi-j Vlnil &0 lt ore mews this vu offer tkli,' l4 xW Wh* &, huti a>mfrv*& 4li Sdft*Wlkdu;rc u cst-stori 

vViftivflrr JErSv* " C .T Alh '. ri|! * ll ¥Jf li t 1 ! UI a suppnttd to o.r*<i Jit wlhx quid turn irounJ m .-.ILrtpiIr, I. gu^nm-ML Thpv m m lid Jen tita* WYSIWYG. ALL HUCES INCLUDE 

i 41 *\U IN L III Ki on uril*r> MOO .MiuiLind LKJimit ili'. All pmvb prr t'WKl Jl lime of jix*a ^ prtui "nJ vuhjrer to chinac wiihcuL priar jfnMitx,p*i?nc for lain; prk«*. [tfarmi-iari adciiriyc HTiImvii tanpy to htlp.'i 


Midistudio Ne w Pace £49.99 



[Lh 'ai.ij 

record up lo 6K2 burs per pkra&uLpatiL-rn) on up tp IUU pir-wes Any 


iv phrase 

ads line. 


Ltti be placed on ;mi truck- Trucks van be solwcf nml irutted and iriud 
throws cun Ev ri aimed. tWpru :i i numbers can be di.-Lplaycd in n variety aJ 
w-uyt including 0-127. H3-8, in bunks from .1 ] 1 683 <» nO)-bW. Trie desk 
Mures sliders tp set relative volume* op cadi track -and you c-m even tk> 
fi Rnis. on the Ely. Mid [studio also ha* a clock to displtp 'She letuith of tine 
Llm playback- Midisiudio hi*s step Tine note -cdh Functions including cupy. 

irieira, npjKfld, Hiid bransjtose, setocLK editing 1 : ineludifiu n htitiwiiifjc- 
Eum-ncni, full mntrnllcr editing. gunntiKins and h buffer which will store a 
cupi of n phrase for retail hfler dkslrucllw willing. Demo disk £3.99 


S Bit Hardware-Software 


Alari 2600 V’CS with joprtfcfc m,W 

At:irt &5 XE sEhi-Ut (MPk CiiETjOi. johSiLiJt flpd duia 
rix'wdcr. £29.99 

AthrL XE VCS Games. jn> ^Ufk. Jiifhl un i £99.99 

IaOXL itafler j--vi■_!u. Carnes, pjsiit^ and data retenkf. 

£] 19.99 

XPS51 5.2S" EXsk DrtMf XE. \L ajsterre £169.99 

XC12 iitla rwvirtler £27 .SO 

H e bold alopk pf appro* OT I ilia for tilt nlHf L fl Ut 
fmchincd ifl partridge. aJLs-k arid Liiiwcllo for HI Bid. PLeadC 
sond SAL foe full LatalpyuL. Wp a|si? slock the fuEE 
fan|J|L uf Atari S bit pcriphcrnls, prinlOf bn!orfa>LLi Ptc 

Phone for best prices 

Fr*; (telivepi iMriinliif^ VK only) cut wLter* over t-TU. Foe 
mierx under i# iK.kf *2.50. Solid SAE f«- L-alafpgMV 


A 4 Fiat bed Scanner £499.99 


then' A4 Fist bed jiaijwtrjr jtm , 7 / ZOOklpt. The 
(TWiAtflttSsi she til tin jt tixTiriit! printer nr hid! Ctrl? 6i' 
tptxf in LioTyLVK/iW wish ‘hf aim/sact to photo topy 
u'pr.:oastci& at j.i a stand ttient pritshr. The manner 
tcvTtta ccsfnptctt with .vaamhs ssttif jiraptnd iditing 
ai&ftwati- for the ST or Amiga, fifcaf ftit DTP. 


New Low Price Quality Scanning 



p «* 



M.- 


Dcmonsrt ration di<tk (low res) £3.99 (£2.00 rodeem able) 

I he Lm.iuo Scanner t-aii prpi idi; hi kN qiiPil it> ar,ijsnLi h diuifiiiny fisr a lunib 
oF line lxjsI of pi her diujlisers, This- simple unit pfugs into (he pnrtriidjipc port 
pf |}|tf ST jind ilLiCpIS soartnoil infa-malcpn v(« PjflLvnl eiiMcs mhitk fi.i eexLK 
to the I load uf any p-tnTflr, Sinned i.T^pet 0,1 n tv- saved Lr. raw djffsi. DnnE 
•Nw itfld IMG furirmti. Best results are whiev«d with Jjfiolo topio-s. The 
SoflWufO !iUp>}Virts HL-anniny: resn|ulL-P?lS of 75>150,216.3O0L36O and ]000 tip [51 
per rr>oh FwriiwnTJiUi. An otampk disk is aH-atl.=Me whith tonJhins h slide 
show oE Loll rvsoLutbn iiriaues wimiKld with Ihii prodUL-L The- ensl of [his 
dbk ia £3. < 5 < ) 1 £2,00 cf wfikh isi j*L - klLvn'i;ibk’ on [3 u. p lK;tw of ^ sk AflflCf. 


Midisiudio M&sicr, 30 + ftew features £f49S9 \ Limitedoffiy cxd&no £349.99 I Scan at up to i000 DPI for Only 


New Low Price Pnniers 


S&r LC It) 

StAf LC 10 CpUjiu- 

Star LC 2-lflO 

Epson igsoc- 
ClILt mti LXTi 
SL>1 Siw Lnsff 


£ 1*9.99 f 
£ 219.99 ' 

£ 259.99 ■ 

£ 519.99 ' 

£ l J9.99 b 

£1099.99 iiiLudOj. 90 days on site waminly 
All thek: pfLulera tarry all month* on *Lle wnrrunty end pobu: 
ipiripfdp wilh cable. On silo '■rurr-iali L K Mi-.Lriland o-nlv. 



Professionaf Printers 


£tv Law primer 8. I Meg alrt'te HAM as yiandnrd HprawlHbk to 

2 Mb, 1 resident fonts, HP. I&M DuibLo, Lysrci en-iublion, 2 pa yes 

l*r minute. 3U0 d|ti. £3599.99 

5ra£ FR-IO 9 pin £ 399.99 

Ster FB15 15" 9 pin £ Si4.99 

Star XB-24J10 1-i pin £51-1.99 lofcurE S54.99 

Si=.r XB-24J1S_ IS" 24 pin £099.99 L-e,|oar£ 739,99 

These Slar [wijilws have 32 mntlha on silc vrwranlyCCK Mainlarwli 


Hard drives 



Vale* 40MBfST & AtniiaF £499.99 

MegnTJe 30 (STi £474-99 

Mqptfilc &0 ( ^TJ £599.99 

Siiprn 30MB iSTl £474.99 

Third Co^sl 65 MB tST: £599.99 

■lAmijeiF £659.99 

Vi'e are pTreriniiii r-*ijjcoF high L|ici|iti SI Siard arjves at ridiculously 
low prieiH. AIL hu-e the foUowinu spetiELiriLion. Full enulaJ Laae-samc 
si^-dotr o ST. 60 vuvit PSL’.rPotn ka swonrl mn-luniiiitL 
Tile low p^w^-r ip|iiroller is full SCSI hrrf tdtowa up lo S drivci cm 
one controller. The aoflwB/v incLudes Auri^sirk. Auinboor rrom nny 
piirtLlton, piriii ion si.- u Lp in- • Ctj^bylc, iiny number of phelttiotss. 
]Q0 L r AHDI 12 LortipHtiLie iHver, write p-cnee! .my partitLon. 

401JD 42 Mb formatted, 11M* HVunige Hcccsfi Itmei 
b4K on bonrd cache memory. , . ,,,, .£549,99 
50HD 4S Mb formatted, 30Ma. .... .£499,99 

351ED S3 Mb formattcrl, 28Ms.£699.99 

1S0HD ISO Mb formatted, 20Ms.£1299,99 


Disk drives 


.£89.99 


ls 

Ctcnana internal I Sly IPrcvetSTt 

(StLl or filled) ..........___.I7*.9*> 

PlLisse ncV ST'? t-ii&e nrcLfe tutting fer 
abotv iufei-nal drives, 

f'u-Tiana | My slim Drive, din, a w tit h,t fuaxigh pOrtt A mi bh. ?.£74.99 

AFE3 boot awiti-h. IfiitedKSTk—,,.,.....£24.99 



Monitors & Peripherals 


SM 124 Mono £ 99.99 

SC L224 Colour £259.99 

Phel|ip* tiiSSJ Colow £249,99 
Phdlips 15" FST ttemole. 

Start snpul, Tv W(1h 41) 

lurwj prwela. £234-99 

Orbcr T' j phone 


AIL monrtWi Lome with start In ^17-Vrvaj^ii 


Amis* Skdulalor £24.99 
PHCJ iOirj joy slick iS.99 
IXtmi dLUufue jciystick £9.99 
Huwk sciinncr 0250 

TrskjW LtiLlST-An.ijjii: £24,99 
SU f 1LC disk bos i‘9.99 

O'.islLveLT, from £2.99 


Repair Centre & Upgrades 


Our Alnri Iruinod- en^iix-efs tiiti eepatf all Ksrdwnrv. inv Amigna, in minimum time Lit ten.p^ptivc isriee*. 


UPGRADES EX-STOCK 


1 Mg STM (CrtiL-dl i$T> f 94,99 

l M e STEM (kil> (ST) £ 69.99 

STFVL LipBraile fipiny service- | 2$ 
STFM BEitier -.-hip uppade : k itj iST'i 39.99 
512 K RAM Esteraion bu.vdi An-ngaJi 19.99 
RAM Esletw-ion t^Hird+ol.-s.-k-iAniiy.i i £ 29,99 


Btsird * t My uppade fftHed) tSTi 
Betird *2,5 Mu uptjrhde EELlltdt tSTi 

Board * 4 Mu ".ipu^de iftiledJ cSH 
STFM Bliher t-kip .r.-^r.-je ■.frl I■.--.! I ($T) 

RAM Lsleiltiion populated lAiruyji) 

RAM Esievfidk?n+ lL tvJt pnjjutiiied (Amisa?£ 99.99 
¥ Pleuae check mndiiiM conligLMatiim before ordffinu. Fitring prittw pnoled Fnr rfHchinw nor previously 
lampered with. Due to the e-tan(Jesity of tht' inHaHatinn we muKI tnAhll Sillid Upgrade the ST bcepd fw 
)oti. All upgrades antS rcpoiire carry our 3 irtwiiha pin and inbwr junraislev. 


£129,99 
£299.99 
£499.99 
I 49.99 
£ 69,99 


New Low Price Quality Disks 


All orir disku ate top ttimlily Sony, Ma.^te-11 -cr- Ivao prodiiyis, nol cheap unporb. All diabi tarry an 
LciiuriiAlLicri.il IdeLjnie gxiar.inlee PlewtC add *0|> poeilH^u and packing fcjr ewh ]N#k «f ten iSiaks. 


Qua til Ky 

10 

100 

Sony Branded 
10 
100 


3,5" D/S EW4 


£8.99 

£79.99 


£9.99 

£82.99 

£ 10.99 
£99 


S.lS'DtS Boxed 


£4.50 

£40 


£5,50 

£45 


Phone for different cupncjiy disk bo tecs and disk care kits. 


New Low Prices ** 


Computer Systems and Packs 


, Jt jt 


520 STEM Explorer Pack £279 99 


Includes Atari 52J3 STEM with 112 
and mouse. Includes fuksTutl disk. 


iVIg Me-mawy. 1 Me drive 


Eneluttes iiost selling Amiun A5QW c&mpuler with nt mg. mempry 
t Mg drive, mouac, Tcnatur puck, Photon pain *nd .ModuLatoa. 


Atari Mega ST /+Mono Mon £599,99 

Includes Atari S2Q STFM wi'h L12 Mg Memory. 1 Mg drive, The oew Mega ST 1 inei-idca st^jiyaiLs k-cyboard tiatf tpu, BLiflcf 

chip, dock, 1 MB RAM, mouse and ;l tusine.es soft ware pack 
iiK-luding liatabftse. W-wd pfOvcSSuf, spoadahect and BASIC StoftWLire. 


moikw. joyatldc and siiftwure puck consislinK ol orgaiiisor software 
First BASIC, First M usiv ar.d a ackctian of 7Cl top quality UUITies, 


tOtOSTFM 


£449.99 


Include* Atari 1G4QS1PM wilh 1 Mjf Memory, l Mg drive, 
mouac and Buaincis puek which eonsiata of Microsoft Write, Super 
true pergonal, VIP f^oFosaLotud and Mrtfc-nmco Bask, 




m 


nelpuca A Lari 520 STFM witli L'|i^ruiiEp i mu Memory, unvc nnc 

mouse with soflwHre path. This pin.k b equivalent 1o a'LU4U S'l'FM 
ulth Fowtr Pack soffirve- 


A tetri Mega ST 2+Mono Mon £899.99 

The Mega ST 2 kt-luda aeperutc keyboard and cpu, BIElter chip. 

2MB RAM ani) mouse. The Mega ST 2 ulao- meludes n 
battery backed clock and biujnoss. soft ware. 

Atari Mega ST4+Mono Mon £1199.99 

The Mega ST 4 includes sepernte fccyboHrd and t-pu. Blitter chipt 
4 MB RAM and r-iouse. The Mega 5 J' 4 *l#o intfutlta a 
battery backed clot-k und business software. 


New Low Prices 


DTP Packs £phonc 

This pnek aonaiata oF Mega If or 4, csteriHl 3,5"diLve 
F or 30 Mb hard drive, 5LM8CM Ltmcr printer, Mono. 
HjObLUW, SJaftWarv, 9lJ daya nq site mitinteilBElM. 

Atari Poiifoliofpoc'kct pc)£249 99 

This timnunu hand held computer is fully MS-DOS 
L-omyatible aruf ihas bpill in soft wore EntlutlLng jddreaa book 
, lent editor, sliary and u I jot us 123 file eompaliWe iprOdd 
sheet. 126K free RAM, 256k ROM 

Atari PC 4 (S0286) £1499 

The PC' 4 hris ten S02S6 processor funning h 1 S or |2 MBr„ 

1 MB oF RAM.60 MB Jianl drive, 5 AT iind l XT cumin- 
sion slots. For Mono monitor add £100. Phone for other*. 

Atari PC S (80386) £2599 

Ttie PC' 5 has an 80386 pracessot running. *1 1 b MBs., mulb 
coprocesspr «?eke1, cache enemoey, 2 MB RAM, 

60 MB hard desk with high perForirwinte cemlfoller, 4 AT 
(toil 1 XT slots. For Mono monitor add £LOD. 


(0772)203166 Fax 561071 


LjJhrnU C-jHipui ■ / liio-cinlrnal iv a InUine ramc if IV ,Ii.j„ VUAaltt Linihvil. 




































































































































GAMES 




postman pat, postman pat and his 
and white cat.... la, la, la-la,laa,la 


L ove him or loathe him, you can't 
deny that Postman Pat has been a 
big commercial success. Following 
the TV shows, videos., bonks, and all man¬ 
ner of merchandise we now have the com¬ 
puter game! While it's aimed at the youn¬ 
ger games player, there's a harder version 
included to challenge older players too. 
And, as a bonus, the author has added 
three extra games In the form of Snap, 
Luda, and Snakes and Ladders - all with a 
Postman Pat flavour. 

Your job is to use the joystick to control 
Pat's van as he makes his morning rounds 
delivering parcels and letters to his friends 
in the village of Greendale. He must be on 
some sort of productivity scheme as he's 
been given a time limit to complete all the 
tasks, if he fails it's Game Over. If he 
succeeds the process starts again, but with 
a shorter time limit and more letters to 
deliver. Points are awarded for correct de¬ 
liveries, and for successfully completing 
various odd jobs he gets asked to do while 
on his rounds, These include tasks such as 
recapturing Peter Fogg's sheep which are 
currently rampaging around his garden, 
and picking up a prescription from On 
Gilbertson and delivering it to Miss 
Hubbard. 

You get a bird's-eye-view of the prtvjeed- 
ings, each screen showing a section of 
road plus features of the local landscape, 



Title: POSTMAN PAT 

Publisher: Alternative Software 

Price: £9*99 

Reviewer: John S Davison 


such as buildings, 
bridges, trees, etc. 

Scrolling messages 
are displayed at 
the top of the 
screen telling Pat 
what to do next. 

You have to steer 
the van along the 
road, the screen 
quickly flipping to 
show the next sec¬ 
tion when you 
reach its bound¬ 
ary, If you stop at 
the house of one of 
the main charac¬ 
ters, Pat jumps out of his van and you 
have to control him with the joystick to 
perform the allotted task. 

First stop is always the Post Office, where 
Fat collects the mail from Mrs. Goggins. 
Each delivery consists of either a number 
of letters or a parcel, The letters may be 
delivered singly to any house with a 
flashing door(!) by stopping the van level 
with it and pressing the fire button, 
although with practice you can do it with¬ 
out actually stopping, which saves time! 
The letter flies out of the van into the letter 
box if your aim was good, but if you miss 
you hove to make Pat get out and pick up 
the letter tjefore you can try again. 

To make life more difficult there are 
oil slicks on the road which play 
havoc with the already rather diffi¬ 
cult van steering controls. Also, you 
have to contend with Miss Hubbard., 
who's forever wobbling along the 
village streets on her old push-hike. 
Driving over her doesn't seem to 
cause any physical damage either to 
her, her bike, or to Pot's van, but it 
does cost you valuable game points! 
To get anywhere with this game 
you have to know the layout of 
Green dale, so it's wise to spend 
some time exploring the roads and 
finding out where the main charac¬ 
ters live. You really need to draw a map 
too, to help you until you've memorised 
everything. 

The Ludo, Snakes and Ladders, and Snap 
games have nothing to do with the main 
game - they're just there as freebie extras. 
The first two are straight implementations 
of the old favourite board games, playable 



Watch out 
Miss Hubbard! 


by up to four people. Snap is a one player 
game using pictures of the principle char¬ 
acters from the main game. Each charac¬ 
ter is split in half at waist level,, and their 
top and bottom halves are scrolled across 
the screen at different rates. When the two 
halves of the same character coincide, you 
indicate Snap by pressing the fire button. 


SOUND - the Postman Pol theme 
music gthdtJy becomes tiresome, 
but can be turned off and re¬ 
placed by very simple sound 
effects 

GRAPHICS - (he bold, cofourfuf, 
cartoon like backdrops and ani¬ 
mated sprites are well executed 
and should prove attractive to 
children 

G,4MLPIAT - very young children 
(and most adultsl) wj/J have 
problems with the controls f but 
older kids should eventually get 
the hang of it 

VEfiDTCT - a goad budget level 
children's game, but younger 
players will need help to get the 
most out of it 
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ROLE PLAYING 




Are you experienced enough? 


A nother successful D&D type game 
from SSI. If you enjoyed Go Ore¬ 
gon's Domain or Times of Lore 
and would like something with a little 
more meat to it, or if you are fan of the 
Ultima series and still waiting for Ultima V 
to finally appear on the ST, then this could 
be just the game for you. It is an excellent 
Fantasy Role Playing adventure set in 
Ymros., the same mythical world as SSTs 
earlier Shard of Spring, 

You start the game by creating a party of 
five adventurers to investigate the burning 
of a small village by a horde of Kobolds. 
You can choose any mix of Humans, 

Elves, Dwarves. Dark Elves or Trolls; you 
get to 'roll dice' 1 for their Speed, Strength. 
Intellect, Endurance and Skill, then you 
must choose to which of the ten classes 
(from Barbarians to Wizards, and from 
Thieves to Scholars) you wish each of them 
to belong, 

A large window shows you an overhead 
view of your characters and the surround¬ 
ing terrain.: other windows and menus pro¬ 
vide extra information and allow you to 
drive mast of the game by mouse. 

The wilderness is enormous, with many 
different terrain types, infested with a vari¬ 
ety of wandering monsters. Towns, Tem¬ 
ples and Colleges are plentiful - all activity 
in these is menu driven. And there are 
dungeons., full of puzzles, traps, and lots 
and lots of monsters. 

Normally you only see a single character 
representing your whole party, but when 





Title: 

DEMON'S WINTER 


Publisher: 

SSI 


Price; 

£24.95 


Reviewer: 

John Sweeney 



Sold ; 


you are attacked 
you get a close up 
of the local terrain 
with all your char¬ 
acters and the 
enemy shown us 
individual icons. 

On his or her turn 
each of your guys 
can, with the right 
skills, use their 
speed points to 
attack the enemy, 
move around, cast 
spells, use magical 
items, turn un¬ 
dead, pray for 
help, leech spell points from enemy magic 
users or dodge. They can also, if they have 
the right skills, examine the enemies to see 
how strong they are or who they are plan¬ 
ning to attack. The detail is superb, with 
lots of different weapons (though no 
ranged ones), and dozens of different 
spells. 

Battles all sea, against Ghost Ships, Sea 
Monsters or Pirates ore a little different 
and add a nice touch of variety. 

Victory in the fights brings the usual re¬ 
wards - Experience Points (which you can 
use at Guilds to increase your characters' 
capabilities). Gold (so you can buy ull the 
weapons, healing, tuition, ships, provi¬ 
sions, magic, etc, you need to survive), and 
a random selection of weapons (some of 
which may prove magical)! 

It is worth cheating a little on the 
Guilds: always save before using them 
and make sure that your characters 
get worthwhile increments to their 
skills - if not, restore and try again! 
Intellect is particularly important 
since it determines how many skills 
you can team. There are over thirty 
different skills, including five classes 
of spells and three classes of weapons, 
esoteric ones such as View Mind, 
Summon, and Berserking plus lots of 
standard ones like Disarm Traps and 
Priesthood. 

Your quest leads you from the mins 
of the village to a Kobold camp, 
where you discover that darker things may 
be afoot - it seems that a minor demon 
was behind that attack, but when you 
finally defeat him you discover that there 
is a more powerful demon behind him! As 
you unravel the plot you will find yourself 
questing to the far corners of the earth in 
order to defeat the Demon-God Malifon 
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Before you a fabulous Morkshop 
Mhera gleaming weapons ir« toeing 
encharied by Ditrvtn Wasters* 

Character with item to enchant? 


and save the whole world! 

There are some nice little puzzles that you 
need to solve with the various artefacts 
you will find in the dungeons., and you 
will need to learn how to translate runes if 
you wish to succeed; but generally, as long 
as you follow the plot and don't wander 
off into the nastiest dungeons too early in 
the game, most of the problems are fairly 
straight-forward. The plot does develop, 
the world changes, and your characters 
Improve rapidly as the game unfolds - you 
get a nice feeling of satisfaction os you 
complete each sub-quest, only to find the 
next one is a lot harder! Learn how to 
Wind Walk ond you will always be able to 
escape to somewhere you can buy a new 
ship™ 

• GAMEFIAK - Tots of depth, plen ty 
to do, should keep your interest for 
a long time if you are into Fantasy 
Role Playing , lots to explore, de¬ 
tailed fights , and plenty of sub- 
quests make for a good balance * 

• GRAPHICS - Not fantastic, but 
more than adequate for this kind 
of game. 

• SOUND - Minimal, but Adequate 
for this kind of game. 

• VERDICT ‘ I thoroughly enjoyed 
it. As long as you can handle the 
extra* depth and are prepared to 
study the manual a iiffteyou will 
get a lot more value for your 
money than a lot of the stuff on 
the shelves these daysl 
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ADVENT 



Deja Vu II 

(Haven’t 1 been here before?) 



Y ou're in big trouble, pall Remem¬ 
ber the lime when you woke up in 
the bathroom of that sleazy bar 
with no memory and found out you'd 
been framed for joey Siegel's murder? 
Thought you could rest easy after clearing 
your name? Not a chance! Seems |oey f 
who was working for Las Vegas mobster 
Tony Malone, left 112,000 dollars un¬ 
accounted for upon his demise. Now 
Malone wants his money and has you 
figured as the thief. He's sent several of his 
... er ... friends to 'persuade' you to come 
up with the dough - or else!' 

Deja Vu II is the sequel to De[a Vu: A 
Nightmare Comes True, the first, entry in 
Icom Simulations award-winning series of 
graphic adventures (which includes Unin¬ 
vited and Shadowgate). Once again you 
play second-rate detective Ace Harding, 
and once again you start off in a 
bathroom. 

This time you've been kidnapped by 
Malone's thugs, brought to his holel/casi- 
no in Vegas, grilled, beat up, tossed in a 
bath and given a deadline of just 7 days to 
hand over the missing funds, last to keep 
you on your toes., one of Malone's boys 
follows you throughout the game, keeping 
an eye on your actions and popping up 
every now and then with grim warnings to 
remind you haw little time is left. 

The interface will be familiar from all the 
previous Icom adventures. On screen you 
have separate windows for graphics, text, 
exits, commands, 'self and inventory. The 
command window offers eight options - 
Examine, Operate, open, Close, Go, Hit, 
Speak and Consume - while the Exits win¬ 
dow shows- all currently available (and 
some impossible!) ways of leaving your 
present location. 

Most items shown in the graphics window 
are really 'there' and can be manipulated 
with the mouse by pointing, clicking, drag¬ 
ging and so on. Containers of various 
kinds can be selected and 'opened', bring¬ 
ing up a new window that shows their 
contents. (Anyone remember'opening' the 
corpse of joey Siegel in the original Deja 
Vu?!). 


Title: 

DejaVu 2 (Lost in 


Las Vegas) 

Publisher: 

Icom/Mindscape 

Price: 

£24.99 

Reviewer: 

John ft, Barnsley 


To get dressed in 
the opening scene, 
for example, you 
can select the pair 
of pants, drag 
them to your in¬ 
ventory window 
and then Operate 
them on yourself. 

Select and Open 
the pants to find 
your wallet and 
some important 
papers. Operate 
the cold tap on it¬ 
self to run some 
water in the sink, 
and Hit the mirror far the thrilling sound 
of shattering glass. 

There are also plenty of shortcuts. Double- 
clicking on most objects will give you a 
description of them. One double-click on 
an unlocked door (or the corresponding 
square in the exit window) opens it, and a 
second click takes you through it. 

Make sure that you take the pants, tren- 
chcoot and cigar ring from the hotel room 
when you leave, because it locks behind 
you and you'll need the items later. Stop 
first to admire the artwork in the Casino 
lobby, which may give you an important 
hint on how to win the game, then head 
for the blackjack tables and look for an old 
friend (you rnay have to prod his 
memory!). 

Here, for the first time, you get to see the 
major enhancement in this second Deja 
Vu instalment the authors have included 
some clever animation as found in Unin¬ 
vited and Shadowgate. The dealer may 
wink at you before he lays down the cards; 
later on, you'll watch the trains arriving, 
gaze at passing scenery through the train 
window, or see birds flying across the 
desert, 

Speaking of trains, once you've won 
enough money at the gambling tables you 
should head directly for the station and 
travel back to your old haunts. In fact, a 
better subtitle far this game might have 
been 'A Tale Of Two Cities', since you 
spend almost as much time in Chicago as 
in Las Vegas. 

back in Chicago, you'll return to the scene 
of the crime (changed in subtle ways since 
the first. Deja Vu) and visit a number of 
new locations as well This time your taxi 
driver is deaf, so you'll need written mes¬ 
sages to get where you want to go to. Little 
by little you'll find evidence connecting 


'the authors have 
included some 
clever animation ' 

the lost money with someone back in Las 
Vegas, where you must return for the final 
showdown. 

You won't end up any richer, but with 
luck you may at least escape with your life 
and if your printer is on when you finish 
the game, you'll have something to show 
for all your work, You'll also find the same 
kind of tongue-in-cheek humour as in the 
original Deja Vu, and even some of the 
same characters and locations. The ani¬ 
mation and more extensive use of sounds 
are major improvements, as is the fact 
that you die less frequently. 

There are only a few really difficult puz¬ 
zles, the worst coming at the end as you 
try to figure out how to misdirect your 
enemies. As before, there is an over¬ 
abundance of red herrings - many exits 
that can never really be used and dozens 
of objects that have no purpose except to 
clutter up your inventory. 

The only drawback with this game is that 
some commands, 'Speak' and 'Consume' 
for example, seemed totally unnecessary 
to complete the game and 'Hit' is only 
used in a specialised sense for blackjack. 
The package comes with general instruc¬ 
tions as well as machine-specific reference 
cards. 5o, if you enjoyed the first instal¬ 
ment of Deja Vu then you should not be 
disappointed with this one - it's like Deja 
Vu all over again! * 
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ST GAMES... ST GAMES ...ST GAMES 


BLOOD MONEY 


B lood Money is the latest 
release from Psygnosis 
and is the long awaited 
sequel to their previous classic 
shoot 'em up. Menace. The 
story behind the game is that 
you, a young law abiding 
Venusian named Spondulix. 
have entered the ASP 'Alien 
Safari', where you must enter 
one of four worlds and totally 
annihilate as many alien crea¬ 
tures as you possibly con, 

The game basically consists 
of four worlds, Glbba, Grone. 
Shreek, and Snuff to do battle 
in. Glbba is the planet of the 
lowest level of difficulty and 
will cost you 100 credits to 
enter.. Each successive level 
beyond this costs 100 credits 
more than the previous, When 
you start the game you have 
200 credits at your disposal 
and can enter either of the 
first two levels. To enter levels 
three and four you must first 
complete the lower, much less 


challenging levels, 

Upon entering a 
‘world' you are 
presented with a 
very colourful 
scrolling backdrop 
over which the annihilation 
takes place, Many weird and 
wonderful creatures will be en¬ 
countered. both large and 
small, as you travel through 
the maze-like caverns and 
passages of each world des 
froying just about anything 
that moves. Some creatures, 
once destroyed, will leave be¬ 
hind a credit token. These can 
be collected and saved up to 
buy various pieces of equip¬ 
ment for your craft at the 
weapons dumps, which are 
distantly spread throughout 
the maze. 

The game is basically just a 
very hard and incredibly well 
presented shoot 'em up, As 
with many Psygnosis games 
the presentation is stunning! 



The graphics are some of the 
best I have ever seen and the 
sound and music is also of an 
incredible quality, Not only is it 
'good locking'' it is also very 
playable, and offers □ number 
of interesting features includ¬ 
ing an optional two player on 
screen facility. This allows two 
players to fight together 
against the strange creatures 
of the four worlds, which can 
make progress much easier to 
achieve! 

Overall. 1 find it difficult to 
fault 'Blood Money', it is 
beautifully presented, very 
playable, and of a sufficient 
level of difficulty to be hard 
without being too frustrating, 
as seems to be the cose with 
many recent releases. 



FACTS 


Title: eLOOO MONEY 

Publisher: Psygnosis 
Price: £19,95 

Reviewer John Davison jnr 


SIGHT & SOUND 


Absolutely fantastic! the 
graphics are very colourful and 
the scrolling and animation is 
super smooth. Music and sound 
rs of very good quality 




FACTS 


Title: APB 

Publisher: Tengen 
Price: £19.99 

Reviewer: John Davison jnr 


SIGHT & SOUND 


The graphics are of poor quali¬ 
ty. although the scrofiing is very 
smooth indeed, the sound is 
nothing special at afi 


GAMEPLAY 


t couldn't get on with it at all, ft 
was both frustrating and 
annoying 


VERDICT 


Not my cup or tea at alt 


A PB. or "All Points Bulle¬ 
tin' to use its full name, 
is a vertically scrolling 
driving game converted 
(apparently) from an arcade 
machine of the same name. 
You play the part of an Amer¬ 
ican traffic cop whose instruc¬ 
tions ore to arrest anyone who 
is breaking the law, Various 
different offenders are colour 
coded according to their 
crime and what you must do is 
dash up and down the high¬ 
way apprehending them. 

To 'hick' people is a relatively 
simple task. In front of your car 
as you travel along is a small 
steering wheel shaped icon, 
which, if you ore travelling 
slowly is near your front bum- 


The trick is to posi¬ 
tion the icon over the offender 
you want to ‘nick" and sound 
your siren by pressing the fire 
button. Once you have mode 
you quota of arrests you must 
return to HQ and prepare for 
the next day, 

As you progress from day to 
day (if you are good enough) 
you will be assigned missions 
to catch major criminals as 
opposed to minor offenders. 
These criminals include drug 
users and hookers who must 
be chased and in some cases 
forced off the road 

There is plenty to keep you 
busy throughout the game 
and there are various 'power 
ups' which can collected and 
attached to your car. such as 


extra speed or brakes. Also on 
later levels a gun is fitted to 
the front of the car to deal 
with the more troublesome 
offenders. 

My personal opinion of the 
game Is that it is not very 
good, i found it frustrating to 
play and not terribly enjoy¬ 
able. The graphics are of Quite 
poor quality, although the 
scrolling and animation is very 
smooth. In terms of sound, the 
music and sound effects are 
generally poor, although some 
of the sampled babbling 
speech heard from time to 
time can be quite amusing at 
first, As you can probably tell 
I'm not at all impressed by 
APB. I don't think ft's worth the 
asking price of £19,99, buf you 
might think differently. Try be¬ 
fore you buy. 
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ST GAMES ... ST GAMES ... ST GAMES 


AAARGH! 


T his game is subtitled 

'The Monsters Revenge" 
and the theme is a re¬ 
versal of the normal roles 
found in arcade games. As 
such it is quite refreshing It is 
the role of the player Cor play¬ 
ers since there are two player 
options for this game as com¬ 
petitors) to fake a monster, 
ravage a town, obtain the 
Roc's egg and keep it safely. 
The population of the towns 
do not like being trampled 
and eaten and thus they and 
several unpleasant marauding 
Insects try to stop you. This is 
where ail the fun comes in, 
me monster, be It fire brea¬ 
thing lizard or halitosis ridden 
Ogre, con eat people, bash or 
burn down buildings and gen¬ 
erally create carnage 
Obviously all this work tokes 
its toll and thus much eating is 
necessary to maintain the 
strength of your pet monster, 
This comes in the form of 


either fast food in¬ 
side destroyed 
buildings or hu¬ 
mans on the hoof, 
very nippy but 
much more ten¬ 
der. Of course some places 
also hide refueling stations for 
your breath weapons and 
some have the eggs of super 
horseflies that deliver a most 
unpleasant sting, If would 
seem, that there really is no 
major problem in getting the 
egg, sadly keeping it is some¬ 
what harder since the second 
portion of the game includes 
a duel with the second, mons¬ 
ter to maintain possession of 
the hard won egg. All this is 
good dean fun. 

Melbourne House have pro¬ 
duced a game that is fun to 
watch and although the con¬ 
trols are somewhat unwieldy 
and on occasion precise con¬ 
trol is most frustrating. the feel 
of a jolly good romp is main¬ 



tained. The sprites are large, 
colourful and humorous and 
although the demise of your 
creature is a grisly blood- 
soaked affair it maintains a 
cartoon view of things. The 
loading screen is well drawn 
although the music could be 
better, on the other hand the 
sampled monster statements 
"Foodr or ’Power' are excel¬ 
lent and sound as though they 
are lifted from Scooby Doo 
adding further to the fun. 

1 enjoyed ploying this game 
enormously and although it 
may pall a little after long 
playing the novelty value will 
ensure repeat plays at regular 
intervals. The premise is diffe¬ 
rent and such originality 
should be encouraged. 



FACTS 

Title: 

AAARGH 

Publisher; 

Melbourne House 

Price; 

£19,99 

Reviewer: 

Damon Howarth 


SIGHT & SOUND 


The sprites and backdrops are 
wets defined and the sampled 
voices are good, The music, 
while appropriately bestial, 
leaves much to be desired 


GAMEPLAY 


A colourful riot with occasional 
hiccups in joystick control, 
generally good tun to ptay 


VERDICT 


A good tun game that is worth 
putting in someone's stocking 




GILBERT: 

ESCAPE FROM DRILL 


little less pleased 
and are appa¬ 
rently green (and 
slimyb with envy, 
as Gilbert has been invited 
back to Earth to do a new 


FACTS 


Title: GILBERT: ESCAPE 

FROM DRILL 

Publisher: Again and Again 
Price: £19,99 

Reviewer: John Davison jnr 


SIGHT & SOUND 


The graphics ar# very colourful, 
and pretty much everything 
has putrid green snot dripping 
from it! The music i$ very good 
but the sound effects are awfull 


GAMEPLAY 


i found it a bit boring, but no 
doubt young children would 
find It good fun 


VERDICT 


t can't help feeling that this is 
yet another game which ends 
up being just a 'cash-in' on the 
nam# of the main character 


G ilbert, the disgusting 
slimy and snotty alien 
television character 
has finally made it to the 
world's computer screens! 
Every parent's least favourite 
alien now has the chance to 
spread his lavatorial humour to 
the very depths of every 
child's imagination. The thing 
is though, no matter how 
much some people complain, 
it is difficult not to find same of 
it very amusing, 

There is no doubt that Gilbert 
is very definitely a cult charac¬ 
ter with the non-children of this 
world, and in this game he has 
returned to his home planet of 
Drill and is feeling very pleased 
with himself. Unfortunately, the 
rest of his fellow Drillians are a 


television series. To prevent this 
ond further inflation of his 
already incredibly huge ego 
the Drillians have removed 
parts of Gilbert's ship, the Mil 
lenium Dustbin, and have 
spread them around the 
planet. You control Gilbert os 
he searches for these parts 
(what o surprisei) and hove 
only twenty four hours to find 
them. 

What you must do is roam 
around the planet arcade 
adventure style and beat the 
Drillians of a number of 
arcade machines which are 
dotted around the piace. 
These simple games have 
some wonderful names such 


as ’Snot fight At The OK Cor¬ 
ral' and other equally disgust¬ 
ing ones, Completing an 
arcade game will give you a 
clue as to where the missing 
parts of the ship are. 

Whilst this may sound a great 
deal of fun. the game doesn't 
capture the overall obnoxious 
attitude of Gilbert. On TV he 
has to be seen to be believed, 
but this game seems to do lit¬ 
tle more than cash in on the 
character. The ’arcade 
games' are no more than very 
simple old games such as 
Space Invaders or Snakes, The 
idea had tremendous poten¬ 
tial, but it never seems to hold 
my attention for long enough, 
and because of this I have not 
managed to get very far. Most 
of the time I felt I was just mov¬ 
ing Gilbert around various pas¬ 
sages aimlessly trying to give 
him something to do, 
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INDIANA JONES 




T o the striking and 
famous chords the 
loading screen to this 
spin off game comes up and 
the faithful reproduction of the 
sound heralds a game that is 
worthy of the licence. 

There is always a danger that 
film licensed games try to get 
by on the name of the film 
and put in scrappy game play 
and ideas but this Is not one of 
those sort at all. A four port 
game it follows some of the 
major events in the film and 
does if with the panache that 
the Jones Bays would be 
pleased to associate themsel¬ 
ves with. Even the copy pro¬ 
tection routine is cleverly 
embedded in the depths of 
the gome. 

Sadly the games are very dif¬ 
ficult and with prevailing 
deadlines I have not com¬ 
pleted all of the action but 
the distance I have gone con¬ 
vince me the game is well 


worth continuing. 

The first portion 
of the quartet in¬ 
volves young Indy 
making his first 
contact with the 
Cross and meeting his nemesis 
in a platform and ladders 
gome which involves a iot of 
tricky timing problems, The 
lighting of this level depends 
on torches picked up on the 
way and culminates in a dash 
across the train os in the film. 

In the next level, the adult 
portion of Indy's game life, the 
copy protection is revealed as 
the choice of doors to the 
vaults Is listed only in the in¬ 
structions and it all depends 
on the days date. Successful 
completion of this entails a 
climb to a subsequent new 
level, this one involves the 
escape on the airship and the 
hunt for the Grail diary com¬ 
prising a pick up and search 
game, Finally the actual hunt 


for the Grail is necessary to 
save Mr. Jones senior but I 
have not reached this part 
yet. Each level is introduced 
by a still from the film repre¬ 
senting the part of the plot 
involved with that particular 
level. 

i have enjoyed this game 
and it is of high quality in 
graphic and music tones, defi¬ 
nitely better than previous 
Indy adventures and it should 
be enjoyed by most arcade 
addicts. It is a pity that the 
earfy parts are so difficult to 
come to terms with although 
were they easy the game 
may not have the necessary 
long term appeal, A good 
gome to buy younger mem¬ 
bers of the family 




A good game for those with 
strong arcade skills or who like 
the Indy adventures. Probably 
well worth a look 




PAPERBOY 


U002S0 


0000 

1 


Each 'level' of the 
gome is one 
morning of the 
week, i.e, you 


FACTS 


Title: PAPERBOY 

Publisher: Elite 
Price; £19,99 

Reviewer: John Davison jnr 


SIGHT & SOUND 


The graphics are very colourful 
and close to the arcade origin * 
of flhe sound consists of a 
pleasant little ditfy playing An 
the background 


GAMEPLAY 


In my opinion - too hard. 
However ; those of you who are 
experts at the original will prob¬ 
ably find it acceptable 


VERDICT 


Certainty not the most wonder¬ 
ful arcade conversion , but fans 
of the original will enjoy it 


M any people expec¬ 
ted this particular 
arcade conversion 
to be released on the ST ages 
ago and have been waiting 
patiently for some time. It's fin¬ 
ally here and it is not bad at 
all. 

You play the part of (guess 
what?) a paperboy, who must 
cycle through a typical Amer¬ 
ican suburb slinging his papers 
from his bike to the various 
houses in the neighbourhood. 
This may sound very simple, 
but to hinder our young hero's 
progress there ore many diffe¬ 
rent hazards he must avoid, 
such as lawnmowers. remote 
controlled cars, dogs and 
pedestrians, all making the de¬ 
livery much more difficult, 


start on Monday and work 
your way through. If you man¬ 
age to complete a whole 
week's deliveries then you 
move on to the next, more 
difficult street, At the end of 
each level or street is a small 
park which must be cycled 
through os tost as possible, 
leaping over ramps and 
throwing all the remaining 
newspapers af targets dotted 
along the side of the track in 
Order to score bonus points. 

Paperboy is basically a di¬ 
agonally scrolling affair with 
some good graphics Unlike 
many arcade conversions it is 
actually quite close to the ori¬ 
ginal, both graphically and 
also in the way it plays, The 
arcade machine was difficult. 


os is Its home computer 
cousin, In some ways though I 
would say that this version is in 
fact too hard. It is very difficult 
to successfully complete one 
morning's delivery without 
being knocked off your bike 
by something or other. So far I 
have not managed to get 
past Thursday on the lowest 
level of play. 'Easy Street', and 
when you just can't get any 
further with a game due to 
the difficulty I find it frustrating. 

Whether or not it was worth 
the waif I'm not sue. I was a 
big fan of the arcade original 
and whilst this brought some 
of its 'magic' to the ST J can't 
help feeling that there is some¬ 
thing missing, ft is, however, a 
commendable conversion 
from an impressive arcade 
game and I would imagine 
that many people will enjoy ft. 
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HIGH STEEL 


T he instruction to High 
Steel seem far too 
short to convey what 
seems to be □ com plicated 
message but happily the 
game made sense otter a 
couple of attempts and after 
a few more tries I found it pos¬ 
sible to go somewhere in it. 

It is the players job to con¬ 
struct levels of a building using 
pricks and girders by planting 
the girder, climbing it and 
laying a brick, this task is made 
harder by gremlins dropping 
from the invisible overhead 
crane and also by the assor¬ 
ted banana skins and un¬ 
pleasant mothers who can kill 
on contact, It Is also necessary 
to deduce the loading system 
at the overhead crane to en¬ 
sure that upwardly mobile 
buildings are a possibility. 

The game can be described 
as o simple pick up and 
place, build your own, plat¬ 
form and ladder game but 


that is really not a 
fair description, 

Personally I felt it 
to be a fast mov¬ 
ing strategic 
game which also 
needed o swift hand on the 
joystick, I found the graphics 
quite enchanting and even 
though the game is available 
on popular 8 bits the standard 
of sprites is high. Some crea¬ 
tures appear to have come 
from memories of old Huck¬ 
leberry Hound shows and that 
exemplifies much of the ac¬ 
tion, The sound effects and 
sights of the various falling ob¬ 
jects together with the stun¬ 
ned looks of the builder add 
to the charm of a very good 
gome and while I do not see ft 
ranking with the so colled 
Mega Games this one has a 
charm and feel oil It's own. 

It is probably a good thing 
that the screen Is as helpful as 
r rf is since the Instructions can 



tend to confuse the user and 
indeed once the basic con¬ 
cept is grasped that only one 
thing at a time may be car¬ 
ried and that girders can only 
be securely planted an empty 
spaces the game is seif expla¬ 
natory.. 

Both sound effects and music 
are pleasant and adequate 
to the ear and same spot 
sounds are in fact essential to 
the enjoy me ntC?) of your own 
demise. This is another good 
and original game that deser 
ves a great deal of success. I 
found it hard to stop playing 
and the addictive factor was 
high. A gome that could end 
up keeping you occupied 
much longer than your first Im¬ 
pressions lead you to believe. 



FACTS 

Title: 

HIGH STEEL 

Publisher: 

Screen 7 

Price: 

£19.99 

Reviewer: 

Damon Howarfh 


SIGHT & SOUND 


Sound is more than ode quale 
while the graphics are humor¬ 
ous and colourful 


GAMEPLAY 


Tun, fast and furious. AS the 
levels rise so does Hie blood 
pressure and fun. Goad joystick 
recognition too 


VERDICT 


An original gome well worth 
buying. Apart from the instruc 
tians T wonderful 



FACTS 



SHINOBI 



T his is a SEGA coin-op 
conversion and so will 
be familiar to those of 
you who haunt amusement 
arcades. The plot is quite a 
simple one of saving the lost 
children from the marauders 
os one of the Ninja School's 
most Illustrious heroes, 

The game proceeds In the 
traditional manner with a 
good response to the joystick 
and some very strong spot 
effects The screen scrolls slow¬ 
ly and same of the action can 
be a little jerky, although In the 
main the whole piece is of an 
acceptable standard. 

It is disappointing that there 
seem to be so few levels as 
although I only managed to 
reach the third location 


before meeting 
my fate there did 
not seem to be 
any option to 
progress past level 
four except far the probability 
of starting again at the begin¬ 
ning and working harder the 
second time through, 

The screens are colourful and 
con be quite busy, and it 
seems that your ninja has an 
Inexhaustible supply of Shar¬ 
pen although these are prom¬ 
oted to more dangerous mis¬ 
siles os bonus points are amas¬ 
sed for saving children. Some 
of the more esoteric parts of 
this game come tram the use 
of Ninja magic fo help the 
hero escape from lethal prob¬ 
lems and also the relative in¬ 
action of the opposition unless 
they ore being directly con¬ 
fronted. The only real danger 
comes from the men with 
guns who are quite capable 


off screen. The two level jump 
ing feature which enables the 
fighter to travel and kill on 
rooftops needs using with 
some timing and care and 
can prove to be a lifesaver. 
Shinobi is probably os good 
as many of it's rivals and cer¬ 
tainly better than others but 
on the other hand it does not 
generate the feel of the very 
best of it's genre and so l 
found if slightly disappointing. 
The inlay cord that describes 
the kidnapping of the children 
shows mare promise than is 
actually manifested. The 
game is workman like in its 
construction ond os such 
probably reflects the original 
quite well. Where it puts in 
special effects, as in the Ninja 
magic sequences ft does it 
very welt but the rest of the 
game is fairly pedestrian. 

Maybe a game of Interest 
only to the enthusiast. 
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JAWS 



B eing a 'Jaws' fan, I was 
anticipating an enjoy¬ 
able action/strategy 
game as J viewed ttie impress¬ 
ive loading sequence ..in a 
cinema, with the familiar bass 
lines of the Jaws theme 
pounding out and the scene 
of a shark happily digesting an 
unwary swimmer! However. 

I'm afraid that - for me - was 
the best part of the game. 

You play the port of Brodie 
and the object of the game is 
to hang an to your job as Am¬ 
ity's Chief of Police, by keep- 
ing as many beaches open as 
possible and the swimmers 
death toll at a minimum, whilst 
searching for the equipment 
and special weapon to deal 
with the shark. You must first 
recover the four sections of 
the gun and the special bul¬ 
lets from the nastie-infested 
caverns below the reef. 


Much of the 
g a employ in¬ 
volves the ex¬ 
ploration of an 
aquatic maze- 
in a submersi¬ 
ble contraption, popping mis¬ 
siles at ail and sundry. When 
your special weapon is assem¬ 
bled. one member of your 
party has to attempt fa des¬ 
troy Jaws wth the weapon. 
Ihe chosen member then has 
a time limit of just 00 seconds 
of air and four special bullets 
to do the business. 

There is a certain strategy 
element involving the opening 
and closing of severe ; 
beaches, but this Is very basic 
and makes very little differ¬ 
ence to the player's progress. 
Your degree of success during 
the game is presented by way 
of a Mayoromefer'. which in¬ 
dicates the Mayor's reaction 


to beach closures and deaths. 

Sounds simple, yet the game 
lacks playability and sustained 
interest. The animation is jerky 
and uninteresting with the 
sound effects - apart from the 
loading sequence * being very 
basic indeed. The pulse does 
race a little when aid Jaws 
enters your current playing 
screen, but that's about all! 

The Jaws concept, via book 
and subsequent films, was a 
huge success and the compu¬ 
ter game should at least equal 
the excitement generated. 
Sadly, this Is not the case and 
with software at ST prices we 
have come to expect better. 

A great disappointment. 



FACTS 


Title; JAWS 

Publisher: Screen 7 
Price; £19.99 

Reviewer: John R, Barnsley 


SIGHT & SOUND 


Poor background graphics and 
flick ety animation. Apart from 
the opening sequence, the 
sound is out of place for a 
i 6 -bit machine 


GAMEPLAY 


Shows promise initially but en¬ 
thusiasm soon wanes as the 
game progresses 


VERDICT 


At this price , forget it - buy a 
goldfish insteadII 



FACTS 


Title: RICK DANGEROUS 

Publisher: Firebird 
Price: £24.99 

Reviewer: John Davison jnr 


SIGHT & SOUND 


The graphics are colourful, de¬ 
tailed, and wet! drawn in an 
amusing cartoon style. Sounds 
are alt high quality samples 
used to good effect, 


GAMEPLAY 


One of the most enjoyable re¬ 
leases for the ST I have ever 
seen. It is totally addictive. 


VERDICT 


Absolutely Britiianti 




T his latest release from 
Firebird is possibly the 
most enjoyable game I 
have played In a very long 
time. I'm not normally a sucker 
for ladders and platforms style 
games, but this is most defi¬ 
nitely on exception, 

The year is 1945 and you play 
the part of Rick, the Indiana 
Jones style intrepid explorer, 
who must move around the 
various tombs and temples 
armed with a revolver, dyna¬ 
mite. end his ‘big stick" collect¬ 
ing treasure Throughout the 
levels Rick will encounter o 
large number of traps and 
guardians who are out to stop 
him from completing his mis¬ 
sion, which is to solve the puz¬ 
zles and collect oil the trea¬ 


sure he can safely 
lay his hands on. 
Throughout the 
game there are 
many amusing lit¬ 
tle moments which add to the 
overall enjoyable 'atmos¬ 
phere' of the game. Rick Don 
gerous is a game which is 
genuinely fun to play, some¬ 
thing which can not be said 
about many releases over the 
lost couple of years. Whilst the 
idea behind the game is not 
exactly original the way in 
which it is executed is truly su¬ 
perb, There are four missions to 
complete each consisting of 
thirty scrolling caverns and 
passages Rick's exploring 
takes hrm from Aztec temples 
to Egyptian tombs - all of 
which have cunn»ng traps and 
puzzles which must be over¬ 
come using the few resources 
at his disposal. 

The graphics are really su¬ 


perb. oil of the characters in 
the game., although very 
small, are very well detailed in 
an amusing 'cartoon' type 
style. The sound effects are all 
sampled and are used to ex¬ 
cellent effect and same, cou¬ 
pled with the graphics and 
animation, could only be de¬ 
scribed as tastefully 'cute' 
(check out the little .Aztec war¬ 
riors when you shoot them'!). 
There Just isn't enough room 
here to say how much I en¬ 
joyed this game. It is not very 
often that a game comes 
along which I take the 
greatest pleasure in reviewing, 
but Rick Dangerous is definite¬ 
ly one of my all time 
favourites. It is simple but in 
credibly playable, while re¬ 
maining challenging enough 
to guarantee your addiction 
to it If only more games were 
of this calibre life as a reviewer 
'would be much more funl 
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BUFFALO BILL’S 

WILD WEST RODEO SHOW 


B uffalo Bill is another 
entry in the age old 
'multi event' sports 
game format, This particular 
incarnation, as expected from 
the title, is based around a 
'Wild West' theme. It includes 
six events in all. ranging from 
knife throwing to steer wrest¬ 
ling. The game comes an 
three disks ond the different 
events ore controlled using 
either the joystick or , in some 
instances, the mouse. 

Such a large game really 
needs more space than avail¬ 
able here to do it justice so I 
will Just briefly take you 
through each of the six events 
The first event to load is the 
knife throwing. This can be 
controlled with the joystick, or 
more accurately with the 
mouse. The view of the pro* 
ceedlngs is a 3D view from just 
behind your contestant's Tight 
atm. In the background is a 
large rotating disc onto which 


is tied a young 
maiden. You con¬ 
trol a cursor to 
aim your knives, 
which can then 
be thrown by pressing the 
mouse/joystick button. The 
closer the knives land to your 
assistant the higher score you 
receive. 

The next event is the trick 
shooting, which is divided into 
two separate parts. The first 
has you using your sights to 
aim your sixshooter at targets 
which "pap up P around the 
desert landscape Part two 
has you shooting bottles, 
which are thrown into the air 
by your assistant, 

The events that follow are of 
a very different style to the first 
two. Bronco riding has you sit¬ 
ting astride a mean bucking 
bronco, an which you must 
desperately try to remain sea¬ 
ted! Stage Coach rescue in¬ 
volves chasing a stagecoach, 



which has been hijacked by 
an Indian, You hove to save 
the stagecoach and its occu¬ 
pants by climbing onto the 
fop of the coach and beating 
the Indian senseless. The fifth 
event, coif roping. Involves rid¬ 
ing along on horseback trying 
to lasso a nimble footed calf. 
Finally, steer wrestling has you 
battling away trying to wrestle 
a steer to the ground. 

The graphics throughout are 
nothing short of stunning! Each 
screen obviously has far more 
than sixteen colours ond all of 
the pictures and sprites are 
drawn to an extremely high 
standard. In terms of sound 
the game has some superb 
sampled spot effects, but the 
music is quite painful in places. 


BUFFALO BILL S WILD 
WEST RODEO SHOW 

Publisher: Tynesott 
Price: £19,95 

Reviewer: John Davison jnr 


SIGHT & SOUND 


The graphics are incredible! 
The coiours displayed on 
screen are simpty astounding. 
Music is dire, although sound 
effects are great 


GAMEPLAY 


A bit tedious and not very 
addictive 


VERDICT 


A very good graphics demo! it 
shows very weii the quality of 
the Sts graphics capabilities 


FACTS 

Title: 

CHUCKIE EGG 1! 

Publisher: 

Pick ond Choose 

Price; 

£19.95 

Reviewer: 

John Davison jnr 


SIGHT & SOUND 


Drab graphics to begin with 
giving way fa some nicety 
drown and 1 animated screens 
but the musrc is best turned oft 
as are the sound effects! 


GAMEPLAY 


Tough r Whtist the game is welt 
thought out, the actual controi 
wilt take a tot at mastering. At 
least you have a tot of fives to 
play with 


VERDICT 


A game for the hardened 
addict tf you want a real chal¬ 
lenge, this wili give you on# but 
less than excellent players 
might soon give up 



CHUCKIE EGG II 


T his is a sequel to the ori¬ 
ginal Chuckie Egg game 
that was available on 
the Atari 5-bit and various 
other computer formats, the 
Intrepid he ff o, 'Hen House 
Harry r has now moved into 
the manufacture of chocolate 
eggs. He has to collect all the 
ingredients to make the 
"Choccy Eggs' and also the 
components of the toys that 
go inside them 
Before doing these things in 
the factory, you have to 
actually get into the place 
first. This is a challenge in itsetf. 
You can soon work out what 
you use to distract the guard 
dog protecting the entrance 
to the factory, however, get¬ 
ting to this object involves 


negotiating a 
maze guarded by 
creatures that 
pose a serious 
problem if your 
abilities with a joystick are not 
up to scratch! Once inside, 
you move along the platforms 
and up and down ladders col¬ 
lecting and using the various 
objects scattered around the 
reputed 120 screens, 
the game at first appears to 
be of very law quality graphic¬ 
ally, considering the ST's capa¬ 
bilities. However, when you 
ore inside the factory, the sim¬ 
ple ladders and platforms are 
set against more impressively 
drawn background pictures, 
the sound consists of a repeti¬ 
tive, annoyingly nauseating, 
bouncy little tune, which for¬ 
tunately can be turned off. 
only to reveal The equally Irri¬ 
tating sound effects, 

After spending several ses¬ 


sions testing out this game l 
still find many aspects con¬ 
cerning its playability as frus¬ 
trating os on the first occasion 
I payed it. The precise control 
of Hen House Harry's move¬ 
ment oround the screen is 
ultra-critical and extremely dif¬ 
ficult. He has o nasty habit of 
bouncing into every obstruc¬ 
tion around the place. Fortun¬ 
ately, you start oft with more 
than the average number of 
lives for a game of this type. 
My overall opinion is that 
Chuckie Egg II is virtually un¬ 
play able. It Is one of the few 
recently released titles that is 
genuinely frustrating. If is a 
long time since a game has 
made me wont to hurt the 
joystick through the screen- 
IDepending on the type of 
person you are, this can be 
goad If you enjoy a real chal¬ 
lenge, but should be avoided 
if you are a bad loser. 
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STRATEGY 












i, lankatrack is NOT a computer game in the 
normal sense. It is a computer/board game, 
wherein you and your friends play a hoard 
game with fors of little plastic tanks and 
armoured cars on a. colourful board. The com¬ 
puter acts only as game smarter, resolving 
combat and 'throwing dice' to decide on vari¬ 
ables such as the weather. 

2* 'I here is no solo option. You cannot play 
against the computer - you need 2-4 people to 
play the board game; the computer just helps 
run the game and provides some pretty pic¬ 
tures - it never actually plays the game itself 

At this point I suspect most of you wilt 
have lost interest, I can't really blame you! 
Especially when you realise that the com¬ 
puter doesn't even keep track of the posi¬ 
tion of your pieces on the board! This 
means that YOU have to work out al] the 
rules regarding movement across different 
types of terra in , YOU have to work ou t 
whether or not it is iegal to fire on a 
particular enemy piece, and then YOU 
have to tell the computer which type of 
tanks are fighting and at what range! The 
least I would have expected in a game of 
this nature was that the computer would 
have done all those things to save you all 
the hassle and to enforce the movement/ 
range rules, so that you didn't have to 
worry about details like whether you are in 
line-of sight of your target and whether or 
not a particular tank has fired yet on this 
turn. 


The game itself is 
a fairly standard 
war game played 
on a map of about 
22 x 23 hexes. 

There are some 
rivers, mountains 
and villages which 
affect your ability 
to move and fire 
and each of the 
four nations has 
two Repair Depots 
and a half share 
in a Rebuilding 
Yard, There are 
predefined allian¬ 
ces between Armenia and Kazaldis, and 
between Sara pan and Calderon,, so even 
with four players there are only two sides 
involved - you are not allowed to attack 
your allies. Each player gets one or two 
armoured divisions to deploy, each consist¬ 
ing of 2 Light Armoured Cars, 2 Medium 
Armoured Curs, 2 Light Tanks, 3 Medium 
Battle Tanks, und 3 Main Battle Tanks, 
(You tell which tank is which by counting 
the number of plastic dots on the back!) 

So, if the computer doesn't do any of the 
useful hard work, what exactly does it do? 
Well, it shows you some nice graphics - the 
icons which you use are animated - a very 
nice touch! It works oat what the weather 
is like and keepg track of how many units 
you have left in action (or being repaired/ 
rebuilt) and also your morale. It uses this 
data to decide how many move¬ 
ment points you get on each turn. 

Tor each fight that you tell it about, 
it shows you a nice animated scene 
of your tank grinding across the 
screen and firing at the enemy, fol¬ 
lowed by an on-screen printout of 
the result (at which time it may 
allow you to send a tank for repair). 
And it shows a page of a newspaper 
at the end of each round giving 
some indication of the state of the 
war and the weather forecast., com¬ 
plete with meteorological chart! 
Unfortunately there are a couple of 
problems with the implementation 
of all this: 

Every time you enter a command to the 
computer, or it wishes to report on an 
event, it insists on ploying it back to you 
on a simulated teletype for confirmation, 
wasting about eight seconds each time. 

The animated fighting sequences have 
some nice graphics and there are a few 


A 
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minor variations, but basically they are so 
similar every time that they soon get very 
tedious. The newspaper looks good to start 
with, bui obviously has a fairly limited set 
of standard phrases to juggle with and the 
novelty quickly wears off. 

And there are a few bugs: e.g. the news¬ 
paper sentences are often garbled or repe¬ 
aled; if a repair is complete but you had 
two identical tanks being repaired it 
doesn't identify which one is now ready; 
and despite the fact that there are five 
different classes of tank it drresn't ask you 
which one you are using when you attack 
the enemy HQ (the object of the game!) - 
whereas it needs to know to resolve any 
ordinary battle! 

If you want a good Tank Board Game 
then \ suspect there are better ones on the 
market than this that don't need a compu¬ 
ter, and the implementation on the com¬ 
puter is so slow that you could throw your 
own dice and look up a Combat Resolu¬ 
tion Table a lot faster! 


• GAMEFLAF - f airly standard 
war game -1 personally did not 
feel enough use of the computer 
had been made to make it rnjrtft- 
whik. 

• GRAPHICS - Excellent , but li¬ 
mited - no interaction, 

• SOUND - Minimal effects T 

• VEBDJCr - Cou/d have been a lot 
better , Probably not a bad little 
computer-aided war game, if 
that's what you're after. 


Title: 

tankattack 

Publisher: 

CDS Software 

Price: 

£34.99 

Reviewer: 

John Sweuney 
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A full game to 
type in, a useful 
subroutine, lots 
of news plus a 
review of a new 
flight simulator 
program written 
in STOS and 
more besides! 

- Peter Hickman 
has been busy! 


T his issue's column, is a real mish¬ 
mash of news, reviews and ty pe in 
listings. Since the last issue so much 
has happened with STOS it's hard to know 
where to begin. 

FIRST THE NEWS 

Chris Payne (marketing manager of 
STOS) has sent me the latest issue of the 
STOS User Club newsletter and what can I 
say except it's great. 1 was one of those 
cynics who really did not believe that 
Mandarin would be supporting STOS for 
very long so I never even bothered to send 
off my registration card, which was a great 
mistake because the newsletter is both well 
written and packed with useful informa¬ 
tion (a bit !ike this column!!!), So if you 
want more STOS info than l can provide in 
these few pages send your cheques and 



GUARDIAN - See also the table on the opposite page 


postal orders for ten pounds (that's for six 
issues) off to Aaron Fothergill who is the 
new editor of the newsletter (his address 
can be found at the end of the article next 
to mine). The release of AMOS (the Amiga 
version of STOS) has, alas, been delayed 
until January, 1 have seen the specifica¬ 
tions of the new Language and without 
hyping it too much AMOS looks pretty 
mindblowing. 

What next? Ah yes, more news, Mandarin 
are hoping to launch various new STOS 
products over the next few months, these 
have been designed to complement the 
existing STOS range and allow you to add 
extra fancy bits to that next mega game 
you are writing (you are writing a mega 
game I assume??). Seriously though the 
first release is the STOS Gamespack which 
contains four of the top entries for the 
recent STOS competition (including one 
from Aaron Fothergill), each game has 
been compiled but the source code will be 
on side two of the disk so everybody can 
dissect, disembowel, cut up and generally 
mutilate the games to suit their own taste. 
The second autumnal release is STOS 
Musician., a full featured music editor simi¬ 
lar in design to programs like the Music 
Construction Set by Electronic Arts or the 
Music Studio by Activision (only much bet¬ 
ter), this editor will run as an accessory 
and will include a MIDI input option, 

By spring '90 Mandarin will also have a 
version of the Vidi ST Digitiser (by Rombo 
Productions) with all accompanying soft¬ 
ware written in STOS, imagine grabbing 
video images and turning them into 
sprites for that forthcoming mega game. 
Wow! Last but not least is STOS 3D which 
(surprise surprise) is a 3D extension for 
STOS and includes features such as full 
animation and collision detection for any 
3D object. Oops, I almost forgot Stephen 
Hill (author of the pretty ok, not too bad, 
better than most !'ve seen, STOS manual) 
has a book coming out (it should be in the 
shops as you read this) titled- GAME MAK¬ 
ERS MANUAL: ATARI ST and STOS BASIC, 
it will be published by Sigma Press and 
has a provisional price of £11.95, the ques¬ 
tion is will it be ring bound? As these 
products become available I will be doing 
full reviews including 0 VFM (value for 
money) guide based on how badly you 
need these extra's in order to write decent 
software. The only thing is I'm going to 


70 


New Atari l/ltr - Issue 41 

















need an upgrade to fit all of these extensions 
into memory.... AAAAAEKRRGGGHHHHE 

AN EXCLUSIVE REVIEW 

Here it is, the exclusive (well nearly) mini 
review of Skystrike Plus, one of the first STG5 
games to be released independently of 'Man¬ 
darin. 5kystrike Plus is a WW1I fighter pilot 
game written by that clever chappie Aaron 
Fothergill of Shadow Software (he gets every¬ 
where doesn't he!), and believe me if the 
program did not have 'SICS' plastered all 
over the credits you would be forgiven in 
thinking Aaron is a assembly language 
whizz. 

The game is quite large and comes on two 
disks so loading is a bit slow, although a nice 
digitised soundtrack and loading screen make 
up for that, Once you get through the fancy 
bits such as the vertically scrolling credits on 
a horizontally scrolling background you swap 
disks and are faced with a nice menu with 
various options including a demo mode and 
instructions. The interesting thing about the 
menu is that it hovers above an airfield and 
occasionally a plane will do a fly post, it's 
things like this that turn an average program 
into something special. 

After selecting the play game option the 
screen clears and the game begins. In Sky- 
strike Plus your plane, a versatile spitfire, is 
viewed from the side and gives the game a 
Chnplifterish look. Your first lesson is taking 
off the spitfire uses the "push up to rotate 
clockwise' method of manoeuvering and [ 
crashed while attempting my first take off! 
Once the controls are mastered (it soon be¬ 
comes second nature) it's off to attempt your 
first mission- shoot down two enemy fighters 
attacking your runway. Your plane mimics 
the fight pattern of a spitfire to a reasonably 
accurate degree, occasionally it will begin to 
lose speerl and you will have to do a quick 
climb and dive if you do not want to stall. If 
you get damaged during the dogfight (you 
cannot be killed by one hit, first individual 
systems fail then you die) you will have to 
make a landing to get repaired. Once the 
mission is completed you guide your plane 
back to base and land (which is a whole job 
in itself) and you are given another mission. 
There are fifty six missions in all, dogfights,, 
bombing runs, trains to disable, there is even 
a railway tunnel to fly through, other features 
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include the ability to bad out of your 
wrecked plane (useful if shot over enemy 
lines)j extra weapons, turbo acceleration, 
you tan even collect a fulling tire exting¬ 
uisher (weird!) to put out any on board 
fires. 

There is so much that has been put into 
Skystrike Plus it really does represent a 
good buy, it's no Xenon II but then it's not 
twenty five quid either. At £11.95 (£9.95 
for STOS dub members) this game repre¬ 
sents great value for money. If you want to 
see what can be done with STOS send 
those cheques and P,0,$ off to Shadow 
Software (address at the end of the article) 
now., and no I'm not on commission it 
really is a fun {and at times frustrating) 
game. 

MAESTRO PLUS 

In the last issue Damon Haworth did a 
review of STOS Maestro, unfortunately he 
did not have the Maestro cartridge so he 
could not do a complete review of the 
whole package. I recently went to the PC 
Show at Earls Court in London and man¬ 
aged to get one at a very reasonable price 
so here are the bits missing from Damon,s 
review. 

The cairtridge itself is a sealed 'nearly 
Atari grey' box and measures a very com¬ 
pact 55mm x 84 mm and Is about 22mm 
deep so it does not suffer from the ad too 
Common cartridge droop problem. Once 
plugged in the unit looks almost like part 
of the ST so if you are into office/bedroom 
coordination this ones for you. The sound 
is input via a single standard female 
phono socket, but unfortunately there is 
no audio out socket on thIs version of the 
Maestro cartridge. As yet 1 have had no 
compatibility problems with any software 
that I regularly use so it gets full marks 
there, and just to clear up one point put 
forward in Damon's review the cartridge 
does not work with any other sampler soft¬ 
ware (unless you know different?). 

The pieces of software that Damon could 
not try are really just icing on the cake of 
Maestro. The disko program lets an incom¬ 
ing sound go through the TV/Monitor 
speaker but also samples it and plays it 
back straight afterwards, this produces a 
weird effect somewhat similar to having 
two identical records playing at almost the 
same time but with a very slight delay 
between them. The Phaser program is not 
quite as fancy as disko hut gives a sweep¬ 
ing effect to all sound that is snput, some 
really spooky sound effects can be 
achieved with Lt r unfortunately the 
graphical front end of Phaser lets it dawn 
(there isn't onc!). 

Now for the real nitty gritty, just how well 
does Maestro perform compared to 
another device? Well I am currently work- 



Program 2 - An input routine 


ing on same educational software (plug- 
anybody interested?) where samples pro¬ 
vide an integral part of the communica* 
tion link between computer and student. 
Before Maestro came along ] was using a 
popular sampler of the printer port variety 
(not the ST/AMIGA Format one) and in 
order to obtain an audible speech quality I 
had to sample at around lOkhz, the Maes¬ 
tro cartridge managed to come up with a 
quality very close to the lOkhz samples at 
between Skhz and 7khz which resulted in 
a typical memory saving of about 
l5%-30%. 

Although my tests were totally nomsden- 
tific and only produced over a period of 



two hours I think my results are pretty 
conclusive. Maestro Flus is the best sam¬ 
pler available for STOS owners and gives 
excellent quality samples, unfortunately it 
is slightly expensive compared to the other 
STOS products, so my overall VFM rating is 
80% . If you can afford it (it's cheaper 
from New Atari User!!) rush out and buy it. 

A TYPE IN GAME! 

Time for the programs, in the last issue I 
said that a game might be appearing in 
these pages., well I am now proud to pre¬ 
sent- Guardian (see program l and Table 
1), The program is really a bare bones 
game which you can play with and beef 
up, it involves guiding a little round hall 
type creature to'collect fruit and avoid 
electric sparks and the guardian!! 

Enter the listing as follows- 

1) Load the INPDATA.ACB accessory from 
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your STOS backup disk, 

2) inter TABLE 1 and save it as GUAR- 
DIAN.MRK. 

3) Type in PROGRAM 1 and then type 
LOAD GUARDI AN. MRK and the sprites 
will automatically load into their cor¬ 
rect bank. 

4) Resavc the program. 

5) Run it. 


HOW IT WORKS 


LINE 40 is a standard 'dear the screen' 
line that should be used in most programs 
LINE 50 reserves a temporary screen 
which will be used to plot the sprites invis¬ 
ibly before transferring them to the screen 
LINE 60 clears the screens 
LINES 70-90 sets the variables for the 
initial positions of the player (X,Y), the 
guardian (XEN,YEN), and the fruit 
(XFRU.YFRU) 

LINES IIQ-130 tell STOS to use sprites 4 
and 5 as the electric shocks, where to move 
them around the screen, and finally how 
they should be animated 
LINES 110-170 plots the sprites in their 
initial positions on screen 7 (invisible to 
the player), the screen is then swapped 
with the one that is being displayed and 
the sprites appear instantly with no flicker 
LINE 180 resets the internal timer 
LINES 210-240 read the joystick and in¬ 
crement or decrement the variables hold¬ 
ing the players position by +5 or -5 
LINES 260-290 if the player moves left 
then move the guardian left, if the player 
moves right move the guardian right only 
the guardian moves one pixel further than 
the player with each move, 

LINES 310-320 if the player goes off the 
right of the screen move it onto the left 
hand side, if up then make it appear at 
the bottom etc. 

LINES 340-370 prints the sprites in their 
new positions on the invisible (LOGIC) 
screen 7 and then swap it with the screen 
being shown, 

LINE 390 tests to see if anything has 
collided with the 14x6 border around the 
player and puts its value into the variable 

HIT 

LINE 400 tests to see if the fruit has been 
hit. If so the fruit is moved to another 
position and the score is incremented. 
LINE 420 repeats the whole thing until 
the player hits some thing nasty or the 
timer reaches 1000 

LINE 430 decides whether the player ran 
out of time or got killed and prints an 
appropriate message. 

LINE 440 prints the score 

The way Guardian was programmed cer¬ 
tainly wasn't very efficient but STOS is so 
fast my coding does not have to be perfect. 
There are so many different ways to get 


good fast smooth animation in STOS and 
that was just one example, perhaps you 
could provide some more'!' 


Search (by me!) and Multi mat (by fim 
Fiewker) on it, Write to Page 6 Publishing 
far full details. 


AND AN INPUT ROUTINE 


A CHALLENGE 


Have you ever used a really good prog¬ 
ram written in some language or another 
only to find it has been let down by the 
way data is input, you know the sort of 
thing a question mark on the screen and if 
you press return without typing anything 
it throws you out of the program with a 
nasty error. If you do not want that to 
happen to your programs then look no 
further, Pete to the rescue. 

The second (and last) program for this 
issue is a user definable input routine, it's 
especially useful for educational software 
(check out Treasure Search). Go type in 
PROGRAM 2, 

HOW IT WORKS 


LINE 100 this one dears the screen 
remember? 

LINES 110-120 set up the variables 

needed for the routine 

LINE 130 1 asks for your name 

LINE 140 calls the routine. The input data 

is returned in the string IN PS 

LINES 150-160 works out where to place 

the text and prints it there, it would have 

been easier to use CENTRE "HELLO "+1NFJ 

LINES 6000-6050 moves to where you 

want the text to go anti clears a space for 

It 

LINES 6080-6120 print the cursor and 
makes sure the key being pressed is an 
alphanumeric. If you wanted to extend the 
range of characters allowed you would 
have to change line 6120. 

LINE 6140- handies the delete key 
LINE 6160 keeps reading until the return 
key is pressed AND something has been 
typed 

LINE 6180 cleans the screen of the Input 
LINES 6260-6300' read the keyboard until 
something is pressed, the value of that key 
is then stored in the variables SCAN PRESS 
and FRESSKEY$ 

PROGRAMS WANTED 


I still want your STOS programs for the 
F.D. library and smaller ones to include in 
the column but don't forget to include an 
S.A.E. when you send me your disks other¬ 
wise it could be quite a while before you 
get them back. By the time you read this 
there should be quite a few new T STOS 
public domain disks in the PAGE 6 library, 
including a disk with all the STOS prog¬ 
rams from issues 39.40,41 and an educa¬ 
tional disk with software called Treasure 


Challenge time, hands up all those people 
who think they can write a small assembly 
language program that will change the 
value of a colour register several times a 
second to give the impression of loads of 
scrolling colours on screen (a bit like the 
old Atari rainbow effect on the 8-bits). First 
person to send me such a program will 
receive a collection of STOS public domain 
programs. Oh and if must be possible to 
pass the number (0-15) of the colour you 
wish to rainbow to the routine. 

That's about it from me this issue, and if 
you are wondering what happened at the 
PC show this is it - NOTHING! Mandarin 
were not there (and I don't blame them, it 
was dead boring!). My thanks go to Chris 
Payne and Aaron Fothergill for being all 
round nice chappies and getting all the 
stuff to me before New Atari User's dead¬ 
line, Next time 1 want to start presenting 
shorter routines that people can include in 
their own programs, things like form input 
routines, graphical effects, sound effects, 
anything reasonably small that can be 
used to j <i7.7. up a program, so if you have 
any programs like that send them to me at 
the address below, 

SKYSIRIKE PLUS is available for £ 2 L9S 
from SHADOW SOFTWARE, 1 LOWER 
MOOR , WMIDDZN VALLEY, BARNSTAPLE , 
NORTH DEVON, EX32 SNW 

Anyone wishing in join the STOS CLUB 
should make out a cheque or postal order for 
£10 payable to Aaron Fothergill (STOS 
CLUB) and should send if to the above 
address remembering to mark (he envelope 
STOS CLUB'. 

Write to Peter Hickman at 
36 CLEVERLY ESTATE, 
WORMHOLT ROAD, 
LONDON W12 OLX 



There will be at least four new STOS 
disks added to the PAGE 6 LIBRARY 
this issue including a disk of all tl 
programs published so far In the STOS 
column and Peter Hickman's educa¬ 
tional program Treasure Search. If you 
do not already receive out catalogue 
update please write or telephone us on 
078S 213928 and ask for a copy which 
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The RESOURCE FILE -“ 

where to find support for your Atari 


I he Hescnrrce File Is a service provided !by 
PAGE 6 I'd help Atari owners find sources of 
inforrtinlinti, help and supply. An entry in 
this fcoluiy does not necessarily imply any 
endorsement hy PAGE. ft. The retalLers shown 
are those who ure knUWrt Id have supported 
Atari for some lime but ihriny* ehumje and 
readers are advised to check for them strive* to 
ensure that the information is still current 
We would ask any readers who find informa¬ 
tion to he Inaccurate or out of date to let us 
know so that (in entry may be amended or 
deleted, 


RETAILERS 


ATARI WORLD 
15, Fennell Street 
Manchester 
M4 JDU 

Tel. Oft I 634 4941 

BRIGHTON COMPUTER EXCHANGE 

2, Ann Street 

Brighton 

BNI 4GF 

I el. 0273 570240 

COMPUTER ADVENTURE WORLD 
Bank Buildings 
1 A, Charing Cross 
Birkenhead L41 6E( 

Tel. 051 1132 


CAPftl MARKETING LTD. 
24a, White Pit Lane 
Flackwell Heath 
High Wycombe 
Backs hiPiOSHI? 

TeL. Q62B5 51244 

COMPUTER CAVERN 
22, Murky Street 
ftwinduu 
Wilts 

lei. 0793 48560® 

COMPUTER CAVERN 
21, Harris Arcade 
Beading 
Berks, 

RCil L UN 
Tel. 0734 583062 

COMPUTER CENTRE 
174. High Street 
Horne hurch 
Essex 

TeL. O4024 75613 


GAMER 

71 East Street 

Brighton 

Sussex 

BN)1HQ 

Tel. 0273 72B6S1 

GLASGOW COMPUTER CENTRE 
Virginia Galleries 
33 Virginia Street 
Glasgow 
Cl 1TL1 

TeL. 041 552 1522 


HI-FI WESTERN l.TD. 
52.. Cambrian Road 
Newport 
Gwent 

Tel 0633 62790 


PEATS ELECTRONICS 
107, Parnell Street 
Dublin 1 
Ireland 

Td. 0QQ1 727709 


INTOTO 

l r Heathcaat Street 

Hockley 

Notts. 

NG13AF 
Tel. 0602 410987 

LADBROKE COMPUTING LTD. 

33 r Ormskirk Hoad 

Preston 

[janes. 

PHI 2C.r 
Tel. 0772 21474 

LIVINGSTON COMPUTER CENTRE 
17, The Mall 

t'raLgihilL Shopping Centre 
Livingston 
West lolhlon 
Tel. &S06 3697® 

MICRO-TRONICS 
27a, Market Street 
Tamworth 
staffs 

TeL. 0827 S14S0 

ONF STEP BEVOND LTD. 

I la, Castle Mcadaw 

Norwich 

NR1 3DG 

Tel. 0603 663796 


SOFTWARE EXPRESS 
212, B-raad Street 
Birmingham 
MS 2AY 

TeL. 021 643 9100 

SOFTWARE EXPRESS 
9 Exeter Street 
Plymouth 
Devon 

Tel. 0752 265276 

WHITEROSE COMPUTERS 
Brooklyn Court 
Bradford Hand 
Cieckheaton 
W-Yorks BD19 4T] 

Tel. 0274 BS1131 

A.S. WOOTTON & SON 

116, Idleston Road 

Crewe 

CW2 7HD 

TeL. 0270 214118 

yt>Kfc COMPUTER CENTRE 

9, Davygalc Arcade 

Uuvygale 

York 

YOl 2SU 

Tel. W&4 641862 


ABC 

Contact Mike Dcnoghuc, 135, St. 
Leonards Road, Leicester,. LE2 3BZ. Ti.-l, 
0533 700]90. Retailer and both 5-bit 
and ST user groups- 

A.C.E, USER GROUP 

Contact Martin 5harpt\ 26, Brooklyn 
Court, Bradford Road, Cieckheaton. 
West Yorks, BD19 4Tf.Tel.0274 S511-31 
( 2-1 hours). Monthly meelings, newslet¬ 
ter, trips, discounts etc. 


A, LL G. (IRELAND) 

Contact Mike Casey, 3. St. Kevins Park, 
Kilmacud,. Co. DubLin. Ireland. Tel. 01 
S3 L 3 30 or BBS 01 635634 <24 hours), 
Monthly meetings and newsletter. 

BtSTWOOU 8-BIT USER 
GROUP 

Contact David Taylor, ftO Stewnhtdme 
Crescent, BcstwOud Park, Nottingham. 
NG5 5[W r . TeL. 0602 209735. S-t&lt local 
users only 


BOURNEMOUTH AND POOLE 
ATARI USER. CROUP 


Contact CbliM Hunt- 246, Wlmbome 
Road, Oakdale, Poole, Dorset 31, ft-bit, 
hardware and software development, 


BURV ST, EDMUNDS USERS 
CROUP 

Contact Gary . 22, Ridley 

Road. Bury St. Edmunds, Suffolk. EP33 
3HS. Please send SAE for details. 



Name: THE VILLAGE 

Number: 01 464 2516 
Hours: 24 Hours/? days 
Bo Lid: V21, V22, V22B15, V23 
Features: ft bit area, ST area, CP/M 
area 


Name; [NFOMATiaUE 

Number: 0001 764942 (Dublin) 

Hours: 24 Hours 

Baud: .100/300 and 75/1000 

Features: ATARI SIG and program 

library 


Name LElCEST LR C ENTRAL 

Number: 0535 700914 
Hours: 24 Hours 
fraud: 300 and 1200/75 

Features: 8 bit area and ST area 


COLCHESTER ATARI USER 
CROUP 

Contort Mike Hamsun. 172, Harwich 
Rood, Colchester, Essex, CQ4 3DD. 

Meets lurtnightiy, supports all Atari sys¬ 
tems. TeL 0206 867931 or 020ft 42900 

CLUB CENACLE 

Contact Michel Breton. Club Cenacle, 
&.P. 49, 95110, SannoLs. TRANCE. XI, 

KT and ST users, newsletter, PD library, 
contort with usees and user groups any¬ 
where in die world welcome. 

FaST (Fast 5T Basic Users 
Croup) 

Contact Simon Rush, 42 York Road, 
Rayleigh, K«#x, SSft S5B. Tutorials in 
Basic a ml ft@000. SAE for full details. 

FLOPPY5HOP ST 

Contact Steve Delaney, SO, Stewart CteS 
cent, North held, Aberdeen, AB2 55H- 
TeL. 0224 691824. 

The GATEWAY CLUB 

Contact I’hil Herherei, lft4d RoddLffe 
Road, Lakenheath, Suffolk. Tel. CErts- 
weii) 2363, Ail computer club with Atari 
section. Meets ante U month. 

LACE (LONDON ATARI 
COMPUTER ENTHUSIASTS) 

Contact Glenn Leader, 143 Richmond 
Road, Leytonstone, London, Ell 4RT. 
Tel. 01 556 0395, XUXE, ST users. Great 
newsletter and PD Library 


Name: CHARI.Y 

N umber: 0451 i'Sl 64 2 Germany 
010/49/451/31642 from England 
Hours: 24 Hours/7 days 
Baud: 300, ftn.1 
Features: Atari 8-bit and ST areas. 
P.D. softwflte, Same 
required! 

Name: THE ARK 
Number: 021 353 5486 
Hours: 24 Haurs/7 days 
Baud: 300 or 1200/75 

Features: 8 bit with Downloads, 
hints, swaps etc. 

Name: CRYSTAL TOWER BBS 

Number: 01 886 2813 
Hours: 24 Hours 
Baud: 300 to 2400 

Features: Atari section which 
needs your support! 


LUG S (LEEDS USER GROUP) 

Contact Dave on 0532 717712 anytime 
1050, B1P, cassette users welcome. Send 
SAE to F.O Box TR7, L«ds, W. Vorks 
LS12 SPG 

LVAUG (LEA VALLEY ATARI 
USERS GROUP 

Contact Matt Tydemon, 125 Gadmore 
Lone. Cheshunt, Herts. ENfi 9|H. Regu¬ 
lar meetings find newsletter, 8fl6 bit. 

MACCLESFIELD COMPUTER 
CLUB 

Contact Peter Solomon. Tel {J6-25 20762 
evenings and weekends. All computer 
Club wflh Atari section. Meets fort¬ 
nightly. 

NORTHERN ITALY ST FANS 

Contact Carlo Biunchin i. Vi tile Angmine 
12, 27100 PAVIA. Eloly 

ROCHDALE ATARI COMPU- 
TEH ENTHUSIASTS (R.A.C.E.) 

Contact The Secretary. P.O. Rax l, Rach- 
dule, Lancs OLl 2 ft IQ. SAE appreciated. 
All Ataris, meetings fortnightly 

SIG ATARI 

Contact Glen n Leader, 143, Richmond 
Rood, Leytanstone, London, Ell 4BT. 

Tel 01 55ft 0395. For those interested in 
more unusual applications. 

ST USER CLUB 

Contact Tony, 3. Ethnuid ROttd r Perk - 
ham, London, SO5 1RU Members with 
double sided drives 


Nome: THE GNOME AT HOME 

Number: 01 888 8894 
Hours: 24 Hours/7 days 
Baud: V23 viewdata 

Features: 5T area frame *1632.0#. 
5T Babbie starts on frame 
*1632.9# 

Name; CBABBS 
Number; 021 430 3761 
Hours: 24 Hours/closed Thurs¬ 
days 

Baud: 300 

Features: ST/8 bit, Email to USA 
and Canada 


USER 




STOURBRIDGE ATARI USER 
GROUP 

Contact Lbs Tayltn, 99, Bred Oh Rood, 
Stourbridge, Wets- Midlands, DYB 4 LA, 
Tel 0384 379757. Meetings once u 
month for 8 hit computers. 


S.W.A.G. (SOMERSET WEST 
ATARI GROUP) 

Contact | Evans, 14, Pkln Sheet, Some¬ 
rset West. 7130, Cap* Province., South 
Africa. ST and 6 bit user group offering 
help and assistance to users in South 
Africa including township schools. 
Worldwide support appreciated. 


VTB ATARI COMPUTER CLUB 

Contact Christian Or I abac re, Hekstroul: 
7. 9050 Evcrgem, Belgium, Tel- 
09 1/26.29.29 For Kl,XE,ST Organised 
talks, visits etc. 

WESTMORELAND ATARI 
COMPUTER ORGANIZATION 
(W,A,C,0.) 

Con tart Chuck FtaSSO, 209 Emmse Dr., 
Pittsburgh, PS 15255, U.S.A, Covering 
E-bLt, large PD library catalog, will mall. 

WORLD ATARI PENPALS Int. 
User Gniup (WAP) 

Contact M 9 X leiveen, Magerhorst 8, 
Alphen did Hi in, 2402 L.P, Tire Nether¬ 
lands. Tel. 01720 45583. Members In 
USA, Canada, France, U-K-, Greece, Ger¬ 
many, Saudi Arabia. Have circulating 
disk f8-Tm and ST). Mail only. 


PAGE 6 reserves the right 
to delete any entry from 
this feature for any 
reason. Inclusion does not 
imply any endorsement 
by PAGE 6 and PAGE & 
can accept no responsible 
ity for the accuracy or 
completeness of an entry. 
Please tell us if you find 
any entry out uf date. 
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Two great games for the ST! 


- Contrasting in style but both offering lightning-fast action, spiced with 
touches of humour, typical of Jeff Minter's programming. 

Now Available as a Twin Pack at £15.95!! (£9.95 each, separately) 



An updated and massively enhanced 
version of the game that was a worldwide 
success on 8-bit machines! 

64 levels of play with a different challenge 
(and different graphics) in every one! 

* Brilliant, pure arcade zapping ,., no-one 
produces games like Llamasoft...takes its 
place amongst my favourite games — magic!** 

ST Action 

A BLAST and a Half! 


Based on a classic arcade game - at least one 
reviewer found it impossibly difficult - but the 
player Hi-scores speak for themselves! 

"...as with allLlamasoft games. Andes Attack 
is utterly fantastic .. . /ncredfoJy fast, tremendous fun 
and a true bargain. New Atari User 

DEFEND Oft DIE! 


49 Mount Pleasant Tadley Hants 0734 814478 






















































The largest selection of Public 
Domain software for the XL/XE 
available anywhere - only the 
very best makes it onto a 
PAGE 6 disk! 


PAGE 6 was the very first to 
introduce PD software for the ST 
and are still first in introducing 
many unique programs 
Disks from just £2.50 


PAGE 6 ACCESSORY SHOP 

THE VERY BEST IN PUBLIC DOMAIN 


PLUS BOOKS, DUST COVERS and ACCESSORIES 


XL/XE DU $T ST 

PUBLIC DOMAIN COVERS PUBLIC DOMAIN 
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NEW XL/XE and ST 
catalogs 

NOW AVAILABLE! 

Please note our catalogs do n*1 contain 
connnwfciot software normally available 
from retailer? Of advertisers in the magazine 


Every imaginable Dust Covert 


P.O. BOX 54, STAFFORD, STI6 1DR, ENGLAND 

Telephone 0785 213928 Catalog HOTLINE 0785 57005 

(24 hours answer phone) 


OFFICIAL UK DISTRIBUTOR FOR 

ST NEWS 

THE WORLD’S FINEST 
ST DISK BASED MAGAZINE 









































